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Thank you for purchasing Panthers in the Shadows. 


| appreciate and encourage feedback concerning your experiences with Panthers. If you have any 
thoughts or ideas that would help me make this a better game or simulation, please let me know - 
by phone, FAX, e-mail or letter. Just use the addresses or phone numbers listed below. 


If you have a problem, | am generally available by phone between 3 and 5 pm Pacific time. 
Technical assistance and product support is free to all registered HPS customers. If you do call 
between 3 and 5 pm Pacific time and can not get through, | am away from the office or on another 
line. In this case, please leave a message on the voice mail system (in any message box), and | 
will return your call. Calls left at times other than between 3 and 5 pm Pacific time will not be 
returned. 


Thanks again for your support, and enjoy the game. 


-Scott Hamilton 


Contact Info: 


HPS Simulations 

PO Box 3245 

Santa Clara CA, 95055-3245 
408-554-8381 (Phone) 
408-241-6886 (FAX) 


E-Mail: (Subject to change without notice) 
GEnie: S.HAMILTON 


Compuserve: 74774,771 
INTERNET: 74774.771@compuserve.com 


Copyright (С) 1995 By Scott Hamilton / HPS Simulations 
Santa Clara, California, United States of America 
All Rights Reserved 


This computer program and documentation are copyrighted. All rights are reserved. This 
documentation may not be reproduced, copied, photographed, translated, or reduced to electronic 
form in whole or in part without written permission. 


The computer program may not be copied or duplicated, except by the original purchaser for 
archive purposes or for use on the computer for which it was purchased. Any persons reproducing 
any part of the documentation or program in any media, for any reason, are guilty of Copyright 
Violation, and will be subject to civil liability under those statues. 


IF YOU HAVE A DEFECTIVE DISK 


The magnetic disks containing the program are warranted to be free from defects in material for 90 
days. No other warranty, express or implied, is made regarding the documentation, program disk, 
and other related items. 


To be eligible for warranty coverage, the original purchaser must return the Identification card 
accompanying this product, within 30 days of the original purchase, unless the product was 
purchased directly from HPS Simulations. The warranty is made to the original purchaser only. If, 
within the first 90 days after purchase, a defect in the media should occur, the disks may be 
returned (with a copy of the original sales receipt - if purchased from a source other than HPS 
Simulations) to the address at the back of this manual. The disk will be replaced at no cost to the 
purchaser. This warranty does not cover items that have been damaged by accident or abuse, or 
through unauthorized attempts to modify or copy the product. 


HPS Simulations will in no way be responsible or held liable for any damages, either direct or 
indirect, resulting from the use of this product or defects/omissions in the manual and related 
items. These damages include but are not limited to loss of business, loss of profit, interruption of 
service, damage to equipment, and other consequential damages. Some states do not allow limits 
on consequential damages, and/or may grant you other rights, so the effects of this warranty may 
vary from state to state. 


If you experience a problem while executing the program, please contact HPS Simulations 


immediately. Note as best you can what the problem was, and where in the program it occurred. 
If an error message is displayed, please include the number and message. 


IBM is a registered trademark of International Business Machines, Inc. 


TABLE OF CONTENTS 


QUICK RULES 1 
(2.1 GENERAL DESCRIPTION. «asc ed gaemsxgemxOcsY.ee Pac: A 2 ds: 1 

0.2 GETTING STARTED „за osx ER Rl ARS шз тез уы RE Ge аир 1 

OS THE BASIC GAME: e egeris ТӨЛ A ке ка аа иа UR таа 5 у 1 

0.3.1 Basie Gane Eben аана ааа ите ER Ses wes жже г да ER 1 

СВ (Basie Game Rav EE eg Шакы» з SCHEER 2 

0.3.3 Movement Commands iers ARIS b жая аага ва аы ва паша 2 

0:854: Targeting: арен a е аға кз eGR ee Oe ив зацы ВЕ 3 

0.3.5 Calling for Artillery (Indirect Ғіге).......................... 3 

0.3.6 End ot Orders/Save Game <4 aac oak c инв на RP RR i ww nd ae 3 

OB? The Staff are скии жазасы Kä EE ER a пари es a Соја 3 

(0,4. THE INTERMEDIATE САМЕ. с с ера ate eS сив вка PON aw е йа 3 

0.4.1 Intermediate Game Force Selection ........................ 4 

0.4.2 Intermediate Game Initial Set-up .......................... 4 

QAS Additional Umt Onder. ао. а ceeds Sab hws i we op wha ан ва та 4 

QE Additional Calculation Detail -ssr es $a oi жез cues RP RSS еу фа 5 

0.5; ТНЕ АРМАМСЕО GAME „ы... vau rop Ro weep 3x GR we emg а өз 5 

0:5:1 Advanced Game SetWp „ыараан г н раа аъ 5 

0.5.2 Additional Unit gleew Aere ва нова миз ранна наз E EG Б 

0.5.9 Additional Calculation Detail :; SA h»c a RR RR мо 5 

SECTION 1: INTRODUCTION 6 
SECTION 2: ABOUT THIS MANUAL 6 
2.4 THE GHG RULES. „о о ео реш омо в ган рео ЗЕ За оз Бони ва ts да ѓоа 6 

2.2 THE INTERFACE (PART D гз обе acces ысы АЯ ана аа аа зоны А e US 6 

2:3 TECHNICAL INFORMATION (PART Ш as aw wars ages RA од идам ка а ич 6 

24 El EELER uus @ te ма sube дер а f ыа pue леер КА mene 6 
SECTION 3: DEFINITIONS/ABBREVIATIONS 7 
Sy) TECHNICAL TERMS sco s2¢< m2 ваше в» ee aed аз ES BM DMS HET OWA ана 7 

39.2 INTERFACE SHORWHAND: слана sxe ова ls Swi ee аа виз ead q.s 10 
SECTION 4: GENERAL CONCEPTS 10 
4.1 THE MAP wo ces meee eles Sech ee Ажа а жт ғыл ae PE RE ЖЕ А Еа 10 

Че: lee Shas аз Sees Бази шык л елны ин тыы айн др а 10 

bem. ЛИВИ Сокови сови en дий сз od os CY рио DSR аме ее Mw гуша 5 11 

До НОМИНЕ: 25552025264 море ый г OBS нерва {Мв шы eee на ч 11 

41:4 Road Еваниео — .4 ses sae € Ee Oe EA oe ORR виа eee фија 53 11 

415 Water ODSEBGIBS аа gis sce ss Be be басар база қөз жа 11 

AAJ кус а « op e 3 сы УУККА чао ваа 11 

4.2 PAUSES! ké вода тата bue Т D QUEUE A Ee И ordi sd x 12 

AZA „ПИЦА ee «<< Ge +s “із ара аса родът А ЕЕ 5-4 12 

42.2 Setup/Placement Phase . на sac dee es ce зек EE EEN вни оз 12 

42 3 TRE Game TORY awsome сии sme Ss Oh east Ow ER AE 12 


AS UNIS nin bé иаа» OV 93e зу през OUST Mee SES da тыщ y res eR 
ДА ORDERS e er mm ВЕРО а дй ла М RES акаш к кше ЕВИ вета пътен 
45b FOG CE WAR A ec аа ва See av Re ави HES oe E 69 rx XXE ринен» 


SECTION 5: GETTING STARTED 


БЛ LOADING FROM THE DISKETTE aa ва EE Sales A TE x (RESP 
bue STARTING THE GAME аав сър аз веш So RR eM GE SG во dE «жеке 
6,3: THE INITIAL MENU „ъа а аа vence 1 Ge p RACE 9o SK I Ro eH 44 по 
5.4. INTRODUCTORY GAME SUGGESTIONS: 2.2. --->“5%4%%6605%%%%6 я жа 


SECTION 6 BEGINNING A NEW GAME 


6:1 THE GAME COMPLEXITY LEVEL MENU «sss pucr hx y mem гь 
5.2 THE GAME TYPE MENU... „зак ив вена ковано ае IP S E ERR ФЕ Oe ARES 


SECTION 7: SCENARIOS 


SECTION 8: FROM SCRATCH GAME 


8.1 THE FORGE SELECTION MENU «4:449 9kERSTROOsa жаз ФО Аа а аЬ 
ЖОШ - TY eer REGS RES SHOW 21221107 CHER EW a KER PARE SSH 


со Qo 00 00 00 
— — му 2 2 


1 
2 
АР ЫЫ EE ENEE Oe i UN glas У 
4 
dëi 


6.2.2 СТО = наза ег анаа ана ew ааа а ааа а Кона а АГК У 
S250. MME OF BI ааа за ваме кая EEN робна з аЬ Оч бк ees 
DAR Temperatufe „оставив е SN а ел аа Ee HET Sie wo aes ви 
CAM МИНИ E аа агае о адо ра а ааа EECH 
8.2.b Wind ЕРГО аа анаи а RES baw Ee ST eRe EES еу 
8.2.7 Lighting Percent «oc co kk Se eR Ree SEI HEHE Peles rec ux Она 
8:2.8- Maux SOE оа аА. Sed ne APIS жайа; ORE EE жб s 
8.2.9 Foliage Percent. sc cae sd ok awe наивна на аа од дь» ASAT. GE Ibn 
8.2.10 Dust Percent ............. SE tes Chu, бал t H 
ВИЛИ Mam To USE ы, Zeg oe oa ee Ree ти рин кыз» Pewee Se ES 
8.2.12 Gare Сепо ае ва EN ayaa PE пик S Gee yh owes т бод atone 
GS PICK FORCE TYPE, ла m ао acd eee ъъ х= ms жакты Ааа атк Ah адып 
8.4 SET FORCE CHARACTERISTICS (Advanced бате). .................... 
3.5 WEAPONS SELECTION OPTIONS MENU = еъ рео очи ae eee ge aem E 
8-6: FORCE SELECTION SCREEN „овчи adn oh RAS EASE Gaye Km жш + 
8:6.1 Adding Units to the Farce: osere ns eisau ÉIER на xx AER AEG Re 
58.6.2 Other Company ACtiOnS iz. жаа важна ack EE EA EEN а 
8.8.9 Component Unit AGUohS sx ec ee ae а Ne NN Kee нива 
Gee VAGTODY POMIES: оо & wre аа Bug Ae SAN КОВ e Бл. geen 3 
8.7 SET AMMO LEVELS (Advanced Game) ..... s.s sg Rr 
8.8 SET ENGINEER LEVELS. (Advanced бате) REENEN EA EES EEN snti 
8.9 COMPUTER OPPONENT ‘CHOICES 2 „оаа vee Sg NEE awe AE ER а 
8.10; UNIT SYMBOLS: AND GAME МАМЕ EEN ааа bes pee RE RR 


8.10.1 Setting the Unit Symbol Types: awt oss ved Rer zw шше з 28 


8.10:2- Setting the Game Name ass as 2% shed MEN ҒЫ i ead ERES 29 

8.10.9. Orders. Delay Аблет «2.2.2292 m gw ce wo же, 29 
SECTION 9: THE SETUP PHASE 30 
9.7 VICIORY OBJECTIVES. si vas жзнд кй ыы з па Ра e РРР 30 
9,2 THE FLAGEMENT МАР SCREEN „е. оь SRD азвтосъв Са на з из 3 31 
9.2.1 Placement Command LING ы-..54.22.Ҙ22-2..%44.,4.....шы. 32 

B.2.2 Раабе Моме Коте: ; „за аз вае виа Pew es да жюз er 33 

9259. Ott али apa cee pep EEG бр див райе а ак; d 

9,201: Game MO. въз veu f вор ЕРЕС a ho Be EE аз 33 

9.2.5- Belli uc: dda s&s caine some ала oe ws 96 МИА Terba dra 33 

9.2:8 OVENS eG: szakra rrr Ae Фа ва рев жазан ке ваа 34 

0.2.9 DONE. ¢s cso тона ова в ®® э жш» аЛ юш E Ee Ааа ао е езу» 34 

9,3. MANUAL UNIT PLACEMENT ag жак» име ва PER Nut ра а сушам 34 
S200. TE UNIT -ARRAY triba en AER Fat БТ Bes йөз dake a ана з 34 

9.3.2 Placing Units from the UNIT ARRAY ...................... 35 

55252 MOVING UGS « vans ате a moron ызам ufa pa der ass cor dy 2 36 

9.9.4 Placement REStrictionS ос. аль + вше ан». жие i NW PRISES ERE: 36 

9.3.5 Cancelling a Placement or Move ......................... 36 

9.3.6 Set Facing Dreti cues essei SS па врака E 36 

9 3.7. Oman UMES ` ae e Anise SO beg dae eda E ERA 36 

9.9.9 Priming Bridges (Advanced) sies vm Eh яв. SPP 37 

9.3.9 Reinforcements (Advanced) ee Re нар ee RR на» 37 

9.9.10 А горе. (Advanced) asses rmx ҰЗ» къри eI x TUR 38 

9.4 PLACING DETACHMENTS (Intermediate & Advanced) ................. 38 
9.4.1 Forming Detachmeds oi. A awe ac Р ма SE а из ае 4 38 

9.5 PLACING MINES/LANES „оез са аг а a ова сив вла рачна 39 
9.5.1 Laying MINES ` ca 25 ses Ce rug i mU р, е REY GU wd жан 39 

9.5.2. Clearing lanes » «cna sa ee o Gin в ФЬ ome AB Gane pom в яа ә 39 

JG PLACING WIRE /OBSTAGLES. a 2a 5 ses eraa apani ar ави M Situ sra 39 
Dur. PLAGINI ПРАВ Ate E хасаа VRS ъалаа а ORAE AR e OS адут, ықы 39 
9.7.1 Placing Casermiates/PIIbOXeS ze cae caw ea wa ANEN RS 40 

9: 7.22 ПР. Placement REStrigtions а cara оо жк» puro m Oa e Zeie d qux Ае 3 40 

9:8 ‘PLACING/CLEARING OBSTACLES: «crepie e SI REA а Ба гама e 40 
9.8.1 Obstacle Placement Restrictions : «osuere A же hes 40 

9,9 SELECTING PPD ARTILLERY TARGETS 4s... ius EN ааваа мате ис 40 
B. T0 LORDINGIUNLOADING UNITS «ausu saca mm x awa а SEN КЛОК МЫ ых Би 40 
9.10.1 Loading Units Already On the Мар ....................... 41 

9,TO0.2 Loaded. Carrier Unit Options i BS GR ew RR Rm 41 

5), 105- Adtoddad ЕВЕ «vu a e А ве НИК Berg н са ma wee 42 

9,11 BISCLOSURE OF FIELD WORKS. 2...) ae. 23067 4 xa з» Saw ва ba ва ә 43 
3.12 CONCLUSION OF SETUP ..:.222:190t re mA ER РЕМИ aas өрке 43 
SECTION 10: GAME TURN ORDERS PHASE 43 
10.1 COMBAT REPLAY г. =з = паз з рата ва варез паа ЖЖө“%Беекезі жағатын 43 
19; 4.1: Replay Control Keys пере аа В va нара оно в 43 

10.2 “ІНЕ MAP SCREEN. orreri mner rakor а es ae с аа аа eles праз ѓа 43 


ТО «EOMMAND/ENE OPTIONS, «à. о ано ла а што SS e лем біне ome ae 44 


10.4 THE STAFFORFIGERS .......2....-:2:Ее:4%е: eye gee sees Re кра 45 
10.4.1 General Characteristics - Staff Officer Pages ................. 45 

10.4.2 Highlighting Units On the Мар .......................... 45 

10.4.3 The S-T Officer [Personiiel) . oe s see SEN AË ae te ew а ня Ама 46 

10.4.4 Тһе 5-2 Officer (Intelligence) 2.:...2............-........... 47 

104.5 The 5-5 Officer (Operations) 2. зах аан а seen de Ek e и» 49 

1045.8 The SL Oiticer (Supply) "« ces Su we wd dee wee нота SE сама 50 

104.75 The ЖО. Hiewel oer Va? за на са Sek Rom sige m RR 50 

10.4.8 The COM Officer (Communications) ....................... 51 

10.4.9 The FSO/Fire Support Officer (Artillery). .................... 52 
10.4.10 The AIR Officer (Air Liaison Officer) ...................... 55 

19.4.11. Тһе ENG Officer (Engingertig) ..-2:,--:.-4.-........... 57 

10.5. НОЗПОНЕСК « 24. 4 quc 3o Ar oh bd код Ew RA Se БЫ рови 58 
10.5.1] Point to PODE пътека 685 нне а Mesa WH sR Rae hee Paw Сама 58 

10:5.2 AREA LOS Check sarearena SUR rye @ eire cp eee эке а els 59 

10.544 HOS COnSIBerdUlDES „уыс ушш» a чу ш. эф ха а od масы ROS Se н 60 

10.5.4 LOS Cross Section Display ............................. 61 

10,9 GAME OPTIONS 5.5 зара е иам mri Rf er Be ee BS кума ама 62 
19.0.1. SOONG oa rari ORs гија се See es ee ee ees За FESS 62 

TROA E oo. о е єч ано аба быш КО E amie Ee Ае бра СВ жнр eae 62 

10.6:3 Message Delay з <2 2c =; eG вика RED Rm Dw ст EA ai 62 

10.6.4 Message. Detdl sss 6 ізсіз зов жн е ваша раш ELMS 63 

10.6:5. Symbols ger BHeX л. у... аа. ка ele wi es ы св ка as ear ав водим 63 

19:66 Facing Highlights): «uisum Remove ae lee Sam We wn ше ово ы 63 

10:0.7 Dust THIS esis здү rte Re E ke era ts SR eRe туба RSL a Ge 63 

ТО В ІЛЕДІ us cones кесі ees ear EE ss Oe PR Sel we гр 64 

10.8.9 Rie Phase ZOOM «cd sow Baia X vn Dah RN Na A пета Фа ад 64 
10.6.10 Show АП Firing UMES < aas a аа е аа ааыа золы а а 8 а је s 65 

10.6.11 Combats Іп a ROW %:.%.2...:....5..2...--.5---4.... 65 

TOF: ZOOM у ж» ase Ok SRO ауа изда би сува BOS ee PEE Е oe A 65 
ТОВ ЯЕЦ: уз au жузе. унй по EES TC 65 
SECTION 11 QUEUE INFO | 65 
KE AFBHeEVUMISSIOUS ао шз рз» дати» Наки ыйы киы 66 
17122. urstrike TEE б sane o ыҚ элй к тетин ва ES 66 
SECTION 12 UNIT ORDERS 66 
ТАЛ ISSUEIMOVE ORDERS. AEN познае сори а а EEN тив 67 
12.14 Compay МЕНЕС EEGENEN 68 

12:71:83: Век Path Hex by HeX E EN a wed em ee eae ив omis 69 

12,1:4. ‘Erasing: АРАП а eeh ire ува Ae th аа им ve нам 70 

12.1.5 Special Combat МӨЧе с: сег зивезае а и сум ваму ава 70 

12.16: ‘Intermediate Objectives. „аа. RN emi gee кашаа 71 

1251:7 Backup Movement .......с-.-.-.-.....-....4%42% 72 

12:2 BOAD/UNLONDa аа xine ed затына SEA E соо очи вра ba See e 72 
12.2.1 Off-loading Копа Landing Craft 2... usse re 72 

12.2.2 Loading Ото s Landing Craft A „ааа оаа sy tees ae виа 73 


12.3 SEL SPEED къз» тыз ж ewes Ка вл в ааа ав юю вана 73 
12.4 SEI UNL FACING! «o «ues o mor кесланоар ЕДЫ ae ЖҰТА тәне 73 
12.5 SELECT TARGETS зе ги бо а зърната За dede e da вано #3 
12.5.1 Cycling TargetSs за наз увито ива e PI Виа виа анаа 74 

12.5.2 Target BY Hand 2. sae so was Fae ao E PREMIO Сака 74 

129: 5:3 (Range Вана: о adic. uoce Улин сит «АА ceti а we Eoo s 75 

12.6 SET DEFAULTS (Intermediate & Advanced) ........................ 75 
12361. Мах Engage Range: „= = = анааш imata anos 5 ла ANE 75 

12:0:2 IER sei ER он воо еме Н Bee Жет уназ 76 

18.3 Engage HO'S ТЕК. ais daw и panes wA WIE uq а Ы ев б жшт 76 

12:54 Рацбе 0: Engage xad зак 5. ENDO es. Sewanee a E d d 76 

1256.5 ROP 5); өжіквеғікеккан мн ORO ak Da Y mU ne ms Be 76 

12.5.6 Set Company Detapnftre „= „Баг ае сомеъ а аан ано Бааз wae 76 

12.7 SET WEAPON/AMMO (Advanced) .............................. 77 
1258: GALL EPOR ARTI 2 auc pire Re DRE во ов Dok Ros aec ле eRe E ORC 77 
TAST Piek Calina ША «4 annm ким ы EE rer азы xm ел 78 

12:8:2 (PPD Targets ceu ним ees EE BARS e Dp аъ жзып 78 

12.9.9 НЕШ Тагоев... seems rnc RUN he he Bokeh aed 78 

12:84. Pick БИЙ ШЕН) оно 299a eee one ace aD ота ee копиран 79 

T2:8:5 ‘Sel AMMO! «208025 does а а he Ма Yael os ands dar 79 

ПОВЕ БАГ ай o s» xe shop 95 01 3725 rus. DIN Зе ас s oes 79 

12.97 ДЩИЗШДВЛЕ ас сола o imer врана xd йалыш vw E MAN Же X aeta m A 79 

12:88 Bend to FOG -. км ab пичка ed ieri abo eos Sie Re care i 80 

12/9.9 ТЕ Minimum Ranges. «ааз а Xe Swe ils dd Ев бои и 80 
1279,10. Off4nap Walt IF RANGE saa sou eem и жй жа SIN REA 80 

12.9: CALL FOR AIRSTRIKE 22-ы v] IRR ниф ES ыша PSUR HS Tq: ей 80 
TAS Select the Ar Unito sa ais ws Зеева dute ок CR Кз хосазй 80 

12.9.2 Select the Target usada Біктезы ay Rar ань S RU xm ж» 81 

12:93 БИЖЕ DIFGGtIOI «cic ee ра rssh ew OFT nds TE. кв в май 81 

12:94 Primary Target agree. забрава Rak M dy дода aW EEG 81 

12.10 DETAILINFO зае kg xG EAR ds WEG Exe Y 3x 3» AC AX RP RS 81 
12.11 НО в; DISPLAY THE CHAIN OF COMMAND „колар EA ака gu 81 
SECTION 13: GAME TURN ACTIVITY PHASE 82 
TS TARGET SELECTION: s. ieu x aiio aoc «АЙК алт Ee аме dme ЖА 82 
18:2: AIRSTRIKE PHASE асаа врана we «жб ET Soe ak Жван Мело xj 82 
13.21 Zdditional DEVS: EE E eg x djs v 83 

1934.2 BA BIG suu remm ае ens cos ace GP А le ar К, Юи ac 83 

14255 The Flight Pati ааа soit реа wn А Medios cd a AME US S a 83 

19:224 Ground Attack iss. gera k trua A RE RS ҚЗ ues 83 

1353 JP PHASE а A cen ee maw ad ext ae ножа E DONE eus 83 
1991 АКЕСИНЕ ЕЕ. а Ge dee ағысы GSR OR ES a ва 83 

13.3.2 ‘Firing the IF Mission e sia s АЕА DORI, ооо ъз 83 

13.3.59 Carpet Bombing and Barrages =s assas Wir re ка NEL sss =» 84 

13 CB FIRE PHASE aas AR EE ат возе и МСР азе Sh JESUM me кө =» 84 
13.5 AMBUSH DE PHASE. «cedem Raps Reale ова ы d reser AGES oS 84 
Tod ВЕРНАЗЕ а-а аа аач а aue RE RP ва ча RR Blew pa me te 84 
13.7 MOVEMENT PHASE «i229 зв ба Ы АМЕ, I. uti usus 85 


13.7.1 Blowing Bridges (Advanced) .....................-...... 
19.7.2 Showing Movement асау 24 кава A EE BER Ew E 
13.7.3 Reinforcements: (Advanced) у „=: за: NES rn mu 
13.724 Aidrdrops (Advanced) «seus canst + od шш reu 
18,8. NTER TORN PHASE а Ee éi e d ée cad POs Geshe aie tae KO нека 
12:8.1 (Reduce Suppression. cvi SANS dee eRe NR ға Фбеғекан 


13.5.2) ОШО FIRES: до prece Bra ЗИМСКА вре Me RE dide dedi he are 

ТОВ „НИНИНАШЕИЈЕЈ 22:52:54. ыза QRS SS Pees wes OE DH Se S 
T3L.omoNelUsE «supr: ea wee ee es OES OR СУВИ ЧАРЕ SMT EE 

139 RESIGH DING PHASE ралы acess gee a wie OS oe ew get Bes мыз wee oe 
ТАТЫ (FAST RURN MODE «eus oo wie earls Ee V equa 3 9 wins Siwe x AUR ЗИ 6 ord ow 


SECTION 14: SAVE/EXIT THE GAME 


SECTION 15: INFORMATION BOXES 


15.1 HEX INFORMATION BOXES: 2.05% sok Soa ds ele aom ee Sak hae RR ann 
15.2 ‘UNIT INFORMATION BOX . „ера Gere Ve Gees Sadar а вза БРЕ 
15.2.1 Unt into Bat PHge l| osc. eet сак Pee ONS TREE ви ев 
7522 ШИЛ БӨПӨ & сно pe esos ar а Ует RE EHO бо ROE E с 
До ШОН Speed Cages о. TCET TU ng зго мило Део Re glee bad EC тін е тл ә We 
15:24 "Unit Morale: Codes): Др dE cease Ae AS E QR Бе» aes ROC m a 
15.2.5 Special Combat Move Indicator ee o o ви ивана то 
1855268 Other COOS: 05 + axes gens d" sous р рна ааа 0 тй нл 
Poe ENEMY ШИ we crews cok про КА вој ава dw a Gow Ее ше et oa 
15.2.8 Unit Info Вож: Page 2. «sane wag eo ee RS PRS RATS Bw qoa би 
15.3: WEAPON DETAILED INFORMATION BOXES: .2:..:..».(-:5%>:%%»-%%%96 
15.9.1 Weapon Technical Data BOX sax rm e аашаа eae ne 
15.3.2. Animo. Characteristics BOX «usu SIE am ss As ow ms ey a ee ма 
15:39. Ammo. Penetration BOX «cas saws ea ee 24% CERT Ra wee wwe ма 


SECTION 16: COMBAT REPORTS 


16: AIRSTRIEE REPORTS, „каа zie жшж» аже E mom mmm mmm kem cx Re 
19:2 Е REPORT „зк гт дэу» ж ee Ge RES FR аж ко Os к» Не 
[8,9 BARRAGE REPORT а= каа ok oo wees et km x ааа Sao ари иван 
16.4 CARPET BOMBING REPORT wn sen meom onc o bon ox ба ара x RU 
UN mb dic c A EE ај SODA еба а Ол EE 
16,0. SURRENDER REPORT = „хра а 5 оаа ER ENN EE E EE EE EAR ша ыз 
16.7 MINE ATTACK REPORT «5.000% жаштан наа з RSR EES ВИЕ d Е 
15:9 CLOSE COMBAT „рото назив множи ие eed eae Ee Reape шир 
1659. AIRDROP REPORT „аа EN воо ша Re omnim CN AS баба жење Мои 4 Жж 


SECTION 17: PBM/PBeM GAMES 


VAT РВМЈЕВЕМ SET-UP oo 5505 еа зва банан edad eR зыны ba gees 
1,7,2: LOADING AcRBMYPBEMIGAME „а авна eee navies sede MU RARE SSE ша 
17-3. SAVING A PBM/PBEM САМЕ; „= ааъ а аа заа ад ни 
Т PASSWORDS « 2.2.4 аа за Е ал ъа иен аа ази е жак EES wu 
17.5 MULTIPLE PBM/PBeM GAME FILES eege заб е исан заара 


vi 


SECTION 18: UNIT WEAPON TYPES 96 
18 TYPE Ta TANK к, qiue que Mm мили EEN 96 
Т8,2 TYPE2-APG en Eedem гнав аата A EE ys el ae ed аа Sa EE 96 
19.3 ТУРЕЗ- TANK DESTROYER JirExeramuiVTXATeES PONE ee SER н лика 96 
19.4 TYPE -BHECONNAISSANGE i..l--2x-- eS dg раа dhe om we tae ae 96 
18:5 TYPE Gis ARTILLERY ima ra кезж келіде ао М rn res vm Tel se 96 
185 TYPES CARGO ETC 97 
ТЕЗИ. TYPES ЗАД 5ыкікевкветұірактанкевк КЕЗ dta Wei ERES гара 97 
18.6 TYPES — PERSONNEL „а.н CRANE EO es Se Doe Oe ааа 97 
18:9: "TYPES o MORTAR = we as oh ааа ДАҒЫ ШЫ а Но шыш or eh am on НА 97 
189.10 TYPE 10» ROGKET 3:3е::в6еескәвзззвкбаФРТО а take EE 97 
18.11 TYRE TI- ASSAULT GUN , ач scans aga eee henry eee se owe oe She ws 97 
19.12 TYPE T2- АМТЕКАМЕ: 1e maed meon Rex жез aoe ee S E yawn мо 0 4 97 
18,19 TYPE 13 =АІЕ „воо а ава ea ssaes dad arb авио Ss wh ors 97 
19.14. TYPE TE NAVAL із >вззшейіжеез ж жеке аек ae е E éi we 98 
1815: INPE T5: ЕШАМЕ TANK Vus eee be wars аа ката даа Меко EEN еа ds 98 
18.16 ТҮРЕ. 16- BARRAGE/CARPET BOMBING E EN NEE ER ER 98 

19161 Rolling Barrage „аа di A ein d eR m Dom me Ra te bm EE а 98 
18.162 Garnet Воо: = алар рза о азса ања з е Ви оеша в. 98 
18:17: ONOKE GENERATORS уа аа суа ce e EEE TE AE оаа 98 
19:18 ENGINEERING MEHIGCIES | uuu uem owe tt e Ааа Мае а ве ар 98 
18,19 AMPHIBIOUS VEHICLES „ааа ne owns ааа ДЫ аа ш ва ван 99 

SECTION 19: MORALE 99 
ТӘСІ NORMAL CONDITIONS „оа aeri equ Pherae ааа онар 2 99 
190.2". LOW MORALE “са nacen ho Soe neue Фи во tav ИТ к, REIS жи у 99 
19:3 (BREAKING „е ое е з а наза аа оа Ы Ы н и E Gm on 99 

19-3. L. BERSERK ERGGS: = „аа аваа E одзваа 100 
19:32 .BROKEMIETISGIS. аам а BE SE база OL ORES Е SES 100 
TOT RECOVERY sos eae ANE дақ Son Ge Oe се QUE suco эы» o d dil a 100 
19,5. SURRENDER г.а соевое роя Кае оказано Ses Aa sa кава ли 100 
19.5. MORALE ADJUSTMENTS: „чаж gum «eh вика аа NEE eee wees мо 101 
TAGET ДОСКО Ве поло дәле ine «hia Davee То yo Был e ke Sey EG од 101 
19052: 1ВЕСГеВЯ65 осо она A cues A жая вО Gime EE e OR За ка 101 

SECTION 20: ORDERS DELAY 101 
20.1 STANDARD FORGE DELAY „а AN a ea eed aia d aaa ek ша 101 
20:2 CHAIN OF COMMAND 24 acc ANA Guede са ба аа ee PEW ETO 102 

20.2.1 General Chain of Command Delay Calculation .............. 102 
20.2.2 e a we vs Ramee уж LS ew Е Тоа а вал жәл eG 102 
20,253 Battalion НЕ 3 woes ae е ижа oe уш Oe 5% 452 103 
202.4: Company iO. suus duas d wes mew rix nA саяз IQ E E 103 
20,2.5- Ме UM ааа реза ово ue: ESRO Раба фази 104 
ZO. S UNRIHECON. UNIT BONUS» aaepe чекаа жа LEG иа мана 104 
20,4: FIRE SUPPORT DELAY „Ба оа Bae Rr нави BH T HA ewe d шы 104 
2044.1 “PPD Targets =. аказва анар а алаа за 104 
20:42 NorPPD Тае. = аен аа E x ағар за ына 105 
20.4.9 НОВИТЕ CO BODUS :5сь:әс%е-әе, 576%: Se oe eee SDE eS 105 


205. UNITS AT SEN. Кез E ame әм АЙ Шей чыз A ar, ен ‚Муш 
SECTION 21: DETACHMENTS 


SECTION 22: THE LOS 
221) MAX SIGHTING: RANGE aus pese з mon EES 
22/2 BLOCK POINTS п enka we po oa es PRE TOSS xL SET EN в кшй вија 
222751 LOS Range „аесуз есь раро ва еа ваква + 
ЮА VGN. EE еви ав жштш» «Сала ео Dante ш ШЫ тор въ a 
22.2.3 Terrain Heights Above Ground Level ..................... 
22.2.4 Hexside Obstacles AER Fe ee ayeti A o EIERE 
2203 ELEVATION wae зиз det eae a case awe iier RRR SS ле ee Ша кушн 
ЗИД Ж АШКЕ DUST ay вва оде oe SA Ea ee + ел Фалкао MY 5 а A «ДЕД лет» 
ZU 5 HORT. LEVEL «2 а. ьа а кич a had, Aa wt o e Sane OR EE 


SECTION 23: SIGHTING ENEMY UNITS 
ФО WISE РРТТРРТГТГСГГГ dd TE EE КРЕНА A qua i 
23.2. VERRAIN: FLUCTUATIONS . dée NN imm Y EUER m m виа RE Emme 
293 ШАМОШО 24.4 sic are GaSe ғам ke WSS ЖЕЛ CREE OR Pe RET awe 
234. TARGET CONSIDERATIONS ass оа яе з E RN ee oe eo was Ина вам екти 
DUE NEM OA МЕИ им ао сида имате AER, вра ar eg ада съл abet суы И Béier я 
2942 TatgebiSiir- 2074 wm ыы. dass чыж ашнаш аз айел GAR Seok d CN а 
28,4:3 Target Quantity = ъх =з аар фазах ранява ер аа 
23.41: Српева ей %58.:225548ежісәееізәтҰҙе ROLES аз Әтеш 
290.5: SUBE noo y бен dur repa И вае обиде Feng an der PRET AD dé (e ае ДИН дА Зи oh 
29:4.5; ‘Currently біш тей, «o. uus rere mom oe eod mme Rn 
23.4.7 Illumination Level .................................. 
294,8 MOTE wis ok coe 540% ғуы ағыза Ee BOE шаа ҒЫЗ пита 
2944.9' Fired Daring: TUM «es pma m peor ee ша ез ым аш жоюн ЫЗ 
2391.10 Target Silhouetted as ag bos ab нез + ke ра Wm Ow ізеті» 
29,4,11 Targets In Water Hexes „=: „аа ааа аьаа а 
23.5 SPOTTER CONSIDERATIONS acc вез vases E daf EEN Peres Oe ss 
23.5.1 Suppression/Enemy Ғіе.............................. 
23.5.2 Movement ............... КИЛ БЕН ДЕР СТИКЕР 
23543. Биввноп «iius c Oh важи wa ERRAT PES я шя 
295b Quantity а = аа арр ар аа аан ра ака ва dg 
2908.br ОЧИ UIS uus aide Mee OAD ET Oe by жж аа 349.5) ај а 
23 5. Recon ШШЕ eui awonna sacra хое seg жа э а бы Ags здын ach 
295.7 Nonetufreted Vehicles israse аә а ааа аша сан ника 
2945.9. Units ІҢ Water НЕХЕ8,:54»Ҙ25е:: кі ORs кекете SEI в 
23.6 SIGHTING ENEMY FIELD WORKS .............».2...5-..-....2.. 
29:56,1 Setup Phase Маһтпа-.-.-----.--.-5--2---......ш»> 
23.9 (ONSTACIES „гаа отау аа Жо ЌЕ ББ кеша WES 


SECTION 24: MOVEMENT 
241 MOVEMENT POINTS. iius жез ome ao ead See SA EROR HERR аа а жш ыз 

24:11 Suppression Effects: ` AE каре EE o mmm жшше» 

24.2 PRIMARY TERRAIN 


viii 


24.3 
24.4 
24.5 
24.6 
24.7 
24.8 
24.9 


24.10 
24.11 


24.12 
24.18 


24.14 


24.15 


24.16 


24.17 
24.18 
24.19 


SECTION 25: 
25.1 
25.2 
25.3 
25.4 


SECTION 26: 
26.1 
26.2 
26.3 


FORDS каз» жез oS BRS EE 114 
RIVERS срока тихо т ғана WS е Hs ee A RM ұсы Ба жаз 115 
BRIDGES/FORDS. каза wees de за Se 5 en ОА Со КУЧКА wes 115 
SECONDARY TERRAIN эсгере вав Poe sao ачыс Be рана IS 115 
WEATHER жг аи tewm Бара eee Se ne eal Ee oe ске et wae 116 
ELEVATION ‘CHANGES qw oad седла Ss Pee she Pt ice ҰЗ Ee Gin EG 116 
BREAKDOWNS! Jac pou в ВО сиве iWon fu RE OMe soe ew dept 116 
24.9.1 Тгаскей VebieleS «ans eR аа cot. Web’ Pes Gis блат was wees 116 
24.9.2 Wheeled: VeludleS oc. rcs ceases Oecd нива Sea ee eh виси 117 
24.9.8 ЕВОЕШЏОНо caus рању ааыа пиво ПЕН EES Bes FG СЕБЕ 117 
2:21.34. WPA OSTECEN еа SR а зик WR ER ue Eon» ee xe eps 117 
WRELKS, AR AER A чиа cane ot ede ца ӘУЕ па БЕ рое Ч у 117 
STADEINBI- ox x pal a tenti ewe ea ақта e v PRX КыЛ з АҒЫ 117 
24.11.11 "Stacking LIMIS «eus ces ав ез vy еу» сей Ват ив нз 117 
240.11.2 Temporary OVWSISESGK плаза RE ror px из ВАР Hae ee 118 
MINE ATTACKS ass tux ripe pamm Qi vus ка Tr As qe y d HH RES >з 118 
OVERRUN 2....... ае босо зо в Т ЛК AEN 119 
ДА ТЗТ ME COSE. авер ее алка ce SEV аа ORES ЫЕ шанъ 5 119 
24.182: Initial Defensive Не oy usa o mera ca € armed вик аа ER ва 119 
ДАТО Morale GheGk «s tie wae eg Ei ро уеб bed Aka hee A 119 
24.1944 Attacklng: FI — ве e Seed еш» a er QT se: puestas 119 
24.13.9: Second: Defensive Fire. — — gen а E.M x REGES 120 
CLOSE COMBAT еъ ажа ева ceed vmware Hale «ek быа БАН ров жн ка 120 
PRAT Morale Спевк: cuu оо amas m» eRe ану ак Pee 4 enn? 120 
22:142 (RESUS: vus vaso Ye wha ORTH aacda ue edu Bae pba de уллуз 120 
24.14,3 Nahveértidigungswaffe «а.а ecw E ble в иван 120 
LOADING/IUNEOADING! s.» «sew тава км EE 121 
E Da DC LOAGING.. з ач гама кама а при Баш ване кои ии Улва вина 121 
2A AG, A UnlgadIl = аз. ова аа ооа а В EM МАМИ EE 121 
DUST ele ови язян газа EEN x Са des, наз Е tiq 122 
24:16.1 TerraitiAdjüstments еа сови та ни каши eels Дава EISE 122 
2416.2: Dust. Trail SeHing. 5:2:42..:1.ө4454 Pewee es Pes Belo 122 
24.15.8 Dust Percent Зен. «eis teed ena ves ca wide г рн ғаға 122 
2A AGA ‘Ground Conditions хуазжижаз ғытта As COs иа кә кк 123 
РАША TO FIRE: « кәе daw oS Ээси гара Ме et Ors Boa ата qeu 123 
TOWING ANOTHER. UNIT «2.224999 на m x AE Siew ао Bales grapp 123 
BACKINGAUP „останав каз ҰҒЫ ҒЫ ҰНҒА СИ Со Зора алыйк» 123 
MINE WARFARE 123 
MINEPIELDS. „сума вове зам сома сен ӘСІ RT. NES ims? 123 
LANES e A RSR тва A come ќ ала а воч оо ae Oe ANT ASTE IA 124 
MINE ATTACKS: Бога оа i ed уо М іе ОР E E ла ЕЗ 124 
MOVEMENT INTO: KNOWN MINEFIELDS ......2-:............... 124 
IMPROVED POSITIONS 125 
IP-EEVELS - aces ae зо коза аз въже OWES МЕ ҰРЫ Ee belong ФО 125 
SIZE EFFECTS. „еса ваа oP aes SMe eer атан ke ина фа 125 
SIGHTINGHPAS „аазамавърновиа пазара hes wees йон Ки сафа 126 


25.4 ROG OP ааъ ааъ вз р нг зе дет шаа кат EE 
26.5 CASEMATES AND PILLBOXES s.c ues hm hmmm ee на Rm 


26.5. 
26.5. 
26.5. 
26.5. 
26.5. 
26.5. 


t Fasting НПО. cues mus cc mom hey dU а RIDE Tea ERAT 
2. (Protection ‘Characteristics «s». vg ER gg rEIDRRPRESRREITAS 
3 Adjustments to the AP Factor «usi: RER SNE NN t kar sm 
4 Close Assaults Against Fortifications ..................... 
5. ‘Spotting Units In Fortifications e RE e зз 
G Use By the Opposing Force ... == зеш NEE NEES EENS RAN 


SECTION 27: WIRE OBSTACLES 


SECTION 28: CLEARING OBSTACLES 
28.1] UNIT CAPABILITIES sas sss SE EE Уез ФЕРМА ка жав» жени 
28.2 OBSTACLE CLEARANCE PROCEDURE „ааа nelle RR cm nem s 
28.3 CLEARANCE STATUS: iil acca gam um 2 o mae S 9I E xa Y ее» 


SECTION 29: DIRECT 


FIRE 


29.1 ACCURACY ADJUSTMENTS 2.00500 rr "ә вка за RR Rue 


29.1 
29.1. 
29.1. 
29.1; 
29.1 
29.1. 
29.1. 
29:1. 
29.1 
29.7; 
29.1. 
29.1. 
29,1, 


ab. EOS ns euis d suia rpm боди SER a рода IP boe s alarme Genie d puid Зи baie o 


ale ао ад EE әш e Mi sw he ИЫ gs 3 
Effective Wid cras Kew IR SERA EE REES Bas ка 
SUPPIESSION х= еэ parve Roc DERE CR ACY ON I EUR EA OWS Gow в ФИ а 


ШПНЕ. заем нема ones ge art PRA See EERSTE жж» э 
YXrameotory етанол. — „аашаа dea bean eee ta җиз кат 
Рита Unit ӘБЕЙ. „узе dd p ues we жези е ыша к Ри» Аа whew Ae әз 


2 
3 
4 
SN NC e уысына TTL Ll Жее ЕЙ ж чы Б кома а 
6 
7 
8 


séit IG ON Әреей Богов ци ие мит а иа dn ee а и и 


TO MOF drani AE A Ена белли» OD RA AC, OW ea 
1T ASQUISINON cx AN 5 cea Pee ERS HR EE ANERER жат» 
UZ. Target Sutigüetted «522 sco же ard ohooh E AR ée ged овие we я 
NS RECS TEE EE EE 


29.2 ROP ADJUSTMENTS s „3 ENER Wes ec EE ER кх шлш Е аЬ КА У 


29.2. 
29.2, 
29.2. 
29,2. 
29.2. 
29,2. 
29.2. 
29.2. 
29.2. 


RHE е не аеро. оаа бнаа авг он ee ыла АЖ 
2 Target Terrain............. Wath wR AE tel айну herir 
S SUPDIESSION) 1. аа Aas ае a васак le ge жаа SE UR. Со» ati le Jer 
4. Firing Unit Movement «zu еа EE boa an ква haw eo 
5 Target Unit МОУЕШЕПЛЕ >, езі: Ok eee ESHER RS? 
DN tee Сок кафен RSS OS? He не at OR ea Dale PR RS Wi aie ewe 
F Close: ComibatjOvertin uuu жш ы изиж аа BO ae ape алый ы WC A 
С Sila ATMS: EE кажа eased Фет ығай Beate ао ks Bow 
SO ATEN коа века or ae ee ed Би eS Еке ER EE 


29.3 ARMORED/SEMI-ARMORED TARGETS ............. awe neue ee нъ на 


29.3. 


dr, Дас итал ко ас het moe кере wm Dies, ee оз ла Ича ма а б Д ци басни 
29.3 Aik НЕ зички бави ма зика ейт доу вк Аа ав 


29314: Other TYPES a am eon Sorc 395%... еее и ва 


29.3.2. Effective Armor Thickness «esee me ала A Rom m Ae 


29.4 NON-ARMORED TARGETS „со: аж ва ANE eee ER вања ам вања 134 
29.5 CALCULATIONS. „оа naa моите TEE 134 
29.5.1 Armored / Semi-Armored Targets ....................... 135 

29.5.2 Non-Armored Targets ` nns am amin Ra на» 135 
29.5.2.1 Probabihty Най sss) пити пие пазарска 135 

29 БОЯ 2 Кош auos eere ét En AE, A ee ER 136 

29.5.3. Multiple. TARGUS ui NS SR oun Sree жы дел аш» же ЫЛА а 136 

29.521 Flame WespOHS. cause VV AU л жю ыен» эй» Се же ж» 136 

29.0 RESULTS: зема ољ яз жакыш вш ©з ав кава hae as Фа ашу иа 136 
Р SEIS асер ы ы кета е дена WS By SA EE ОНИЕ а ЗС бо ДАЙТ 136 
29.0:2 Райнов коа б ы жш ази ae э] шык, EE 2 LITT 137 
Kee .2»:ье>:55%:24%5% ees Saas E EE 137 

29.6:4. Special Consideras a SEENEN лава Е сува 137 

29,045. FISSEN ы. „э зел» шаш. ди Og OO з өе E аси айкын 137 

29.7 DEFENSIVE SMOKE а «cmm komme d ж» ж. un t Ree сад кйш» ва RU 137 
ZIJA MOON аео RE ET ие eve E ER a col ice бина 138 
29.7.2 Popped Smoke ЕЛЕСІ: «226 a aa Ee zu di agranve nan 138 

29.7.8 Organic Smoke Depletion’ ossessi кчочвъаа eS a5 өза» 139 

29.7.4: ШК INEO BOX. de dh Wa morem Rex Rc eU RERO ens 139 

29.9. SPEGIAL BF EACING EFFEGIS 2 „аьа roue mos 2 ме TR Oe Ьар 139 
SECTION 30: INDIRECT FIRE 139 
204 ACCURACY. ee Saud cob A weder om ae o аза EO S ER ығына 139 
30.2 SPOTTED FIRE ........... Етра ta, a Baa OR АВ аот атату 0 140 
30,3 SMOKE/LEUMINATION. 2¢ cs 2a%ec emo dt nara cece howe eee ees ag 140 
30:4 ROLLING BARRAGES „за нав can sore eon Bea Oa eee es Ze ae E 140 
308 CARPET BOMBING. «enm mime ых Mae RENE Pe eR Me d EROS 141 
40.5.1 Garpet Bombing: Accuracy --.................2........ 141 

30:5.2 Extra ЕНЕВ. аа ааз гене ао вее аваси е seu ames 141 

EN DAMAGE RESULTES e reee ls очаен овоа У SER р wa e qo E Wig s 141 
30.5.1 Vehicle Damage -i „аы nce A at аы вана e Ci ew ew и 142 

30:6.2 Non-wehicle Targets «aaa sor aom ае езе RR REO RR 142 

90.7 CRATERING „а= аа 2-92:5*4953m429€$9302445$P9£50 див вит ад $3 142 
40.8 INCENDIARY "doutes oud оса чиш а Ете ТЕ EK 143 
30:9 COUNTER-BAITERY БІНЕ „зло quem Romo mx ин» вне sub Bee за E а 143 
SONO. OTHER: EFFECTS queues hace дана РЕКС ROMO т Мы E er кви 144 
SECTION 31: AIRSTRIKES 144 
Sus T. FOGAI FAC ела d Aperta ви re ЖЫ e сы ана Soa) fca 144 
311.1 "BargBt Areal 5 = cd EE roe 3 ов АА E ЕНЕ а EE 144 

81.1.2. (Speed perri r Gms E ЕТЕ Cowes сърни 144 

Sd АТТАСЕКТҮРЕ ag ERAN EC SE mph REM ао ра 144 
91.2.1 BOMBING: „оа in eem Rem в а СИ ah e ааа сиво 145 

A la СТАНО дъга ресор E но е зид 3 145 

81-3 AWRY ae cd wens eed eda Oe tw TS eee ната ис учи өжұдағана 145 
ВЪЗ AA КИНЕ s зи e's ed eh emer reg жез nme voe ERE ee н аьа rens 145 
SCHER, Ting U eine сқа ram РЫЛ Kee xe в жыз Sy ЖИ а 145 

91:52. DF Adiustmelks" uuu ma Oe ees ome eae оо ра а E 146 


xi 


31.5 ABORTS 


3176. ENDING THE STRIKE 2:5 ааваа а Rh xm eger xb os 
Slot OTHER DELAYS а зо Е ое а oad двои eee eke s xg uos эй вето 


SECTION 32: BRIDGE DEMOLITION 
32.1 ISSUING THE DEMOLITION ORDER, «suisses Rh rmm om mme 
32.2 (DEMOLITION as anaa qnm EAR е эк Ehre EECHER 
97.9 IRE-PEIMINIG: ээ acc эю кз EE ET EECHER ка 


SECTION 33: FLAME WEAPONS 


SECTION 34: SMOKE GENERATOR UNITS 


SECTION 35: ILLUMINATION 


SECTION 36: FOREST/TOWN FIRES 
36.1 FIRE IGNITION: 52%» кс вте вы Ұбт зе EE в а жм жазу 


36.2 SMOKE 


ЭО. HENSE TION. dur sre шс» AN ee Er P a ao pnd Sue p a Shem e а qmi aces 
35.4. SPREADING «s une ue SE a eem eoe mm А & oH SS RES IE ILS жн 


36.5 TRAPPED 


UNITS: зета вв Sa Oe ce ee китара SED E ӘЙ ER 


SECTION 37: AGGRESSIVENESS 


SECTION 38: AIRDROPS 
38.1 INITIAL PLACEMENT .......... x sua KDE ERA ORCS EM eo Е он 
38.2 DETERMINING THE ACTUAL DROP HEX RENE wi ym 


38.3 SCATTER 


39:4. CASUALTIES ге. ае (ka нам bide WE нив ква SRS Екі THERE ES 
285: LANDING EFFECTS: «wo vus + okey CHESS вија а в юнен ee EY ч 
38,0 PARACHUTE DELIVERY EFFECTS ER оа cae aad win xx RR ни 
S87 ‘GETTING AIBDROP INFO E ane rad вой we недо вык бар meer dee nm tee 


SECTION 39: END OF GAME 
oo.) VICTORY CONDITIONS, „мо 4588 96 оо Be ee Gb fie Ee мам wala dlp 


89.1.1 
39.1.2 


Combat bese МР wi d Ek ce ne AE NN Af SE ви иа wks 


39.2 END OF GAME „аке AE Se SEW ES EG EE ВВ ВЕ NS Sle RE EEN Я 


39.2.1 
39.2.2 


Automatic End Of Game «eus оо ed вата 96% dm Sr is 
On Map Objectives and Victory ......................... 


SECTION 40: STRATEGIES 


40.1 GENERAL 
40.1.1 
40.1.2 
40.1.3 
40.1.4 
40.1.5 
40.1.6 


ЖӘНЕ ИП, ЕМИ“ „ик conse vaya. аф qve wn ода ж. сө Mei EE 
ИТӘГЕ аа з» води eye els HP ee Шен өзе әуе Яман бла ам о ната 
MGEGCKONIZED! 555% за BR re асем Ға жалла ке Йа а же ды 
REGOHNAISSANGS -:::85%5252%9:%ітегезтакзіс ever eens я 
Ee SSG AGS) ами В KE бодови Bae eh OSA be ee КТЕ. 
DU a ЧЫТ tmr MASS GS e uri e dis e desea Ka has ENEE ow 


Xii 


40.1.8 A sz 

40.1.9 Flame Units 

40.2 PRINCIPLES ...... 
SECTION 41: SOURCES 


SECTION 42: CREDITS 


APPENDIX A: FILE EXTENSIONS 
A.1 PROGRAM FILES (.EXE) 
A.2 FORCE STRUCTURES (. 
A.3 SYMBOL FILES (.STD, . 
A.4 TERRAIN FILE (.TER) . 
A.5 SET FILE (SET) sses 
Ap MAP FILES (МАР) .. 
A.7 SCENARIO FILES (.SCN 
A.8 SAVED GAMES (.OPS) 


DAL) creans ae ТРЕТИОТ 
SIL, CUS) ааваа наанаа bes eee жч жя 


| SSE Ne hee шка ша ъза Me EES SE aR WO ва 


А.9 FILENAME COUNTRY CODES ... „2... ааа eek ae аниа Sa, ROS АА 


APPENDIX B: USING Aide De Camp 
B.1 INITIAL FILE COPYING 
B.1.1 Finding the A 


etugl Fille Name. „оо оа ок cee dad as ewe e а 


B.2 EDITING AN EXISTING SYMBOL SET „гах зеза teraz am her =» 
B.3 COPYING FILES BACK TO Panthers FROM ADC „=: аа: анааан 
Beast’ Ant Symbol Sete ъглови ни Е са gag ея EE Ко 
В.3.2 Terrain Symbol Sets) s easa aa ааа вак ха NNN a же 
BSS Сорута EC EEN TEE вн ања даш разы 
BA. STARTING FROM SCRATCH dag EE RE ENER СМЕА ка 
BAI Terram Symbol Nunmibefing — NEEN ER EE ENNER a ae шы 
BAZ Unit Symbol Numbering 2: ssia naa 6 cane ERR wees Gwe ас н 


B.4.3 Map Size .. 
APPENDIX C: WEAPONS NOTES 


UNITED KINGDOM: ..... 
FRANCES ag hb за жа» 
LOW COUNTRIES: ...... 
ITALY? аъ ъа въз ет 


APPENDIX D: FORCE STRUCTURES 
D.1 GERMANY (Army/Heer) 
0.2 UNITED STATES .... 
D.3 UNITED KINGDOM .. 
D.4 FRANCE oc cee ses 
D.5 BELGIUM ......... 


xiii 


Panthers in the Shadows 


QUICK RULES 


This section provides a very brief overview of the simulation and how it operates. More detailed 
information on the topics discussed in this section can be found in the main rules. 


If you already own Tigers On the Prowl (the Eastern Front precursor to Panthers), many of the 
rules will be familiar to you. However, there are many significant changes and additions in 
Panthers. Please at least skim the manual so you will have an idea of the changes before you 
encounter them. 


Q.1 GENERAL DESCRIPTION 


Panthers in the Shadows is a tactical level combat simulation. Panthers can be played by zero, 
one or two human players. The computer controls sides not taken by human commanders. 
Between two human players, Panthers has the option of being played by any desired method of 
"file transfer" (modem, e-mail, US Mail, etc.), in addition to "face to face." 


Players give orders to platoons or sections (units), which usually consist of several vehicles or 
weapons. These units then automatically carry out these orders as best they can, outside further 
control of the owning player. 


Each turn in Panthers is broken down into two general components: the Orders Phase, and the 
Activity Phase. As the names imply, players give units orders in the Orders Phase, which are 
carried out in the Activity Phase. 


During the Orders Phase, players are free to give movement, targeting and other orders to units as 
they see fit. Because of communications delays and other factors, units will not execute orders 
(other than targeting) immediately. 


After both sides have issued orders, the Activity Phase (or combat phase) occurs. During the 
Activity Phase, units will fire, move, and sight enemy units. A single Activity Phase in Panthers 
represents 1 minute of real ("on the ground") time. 


Q.2 GETTING STARTED 


The Panthers files must be copied and de-compressed onto your hard disk drive before playing. To 
do this, simply go to your A:» or B:» prompt, and type "Install." 


Just follow the on screen prompts to create a directory and accomplish the file transfer. 


Once all of the Panthers files are copied onto your hard disk, type "Panthers" (from the directory 
you created) to run the program. 


О.3 THE BASIC GAME 


Q.3.1 Basic Game Set-up 

In the Basic game, new games may only be selected from among the available scenarios. Since 
these built-in scenarios have the nationalities, missions, climate conditions, map, and combat unit 
compositions determined in advance, players are not given the option to change any of these 
characteristics. However, players can select which forces are human and/or computer controlled. 
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Players may manually place their units, minefields, Improved Positions (IP's), Pre-Planned (PPD) 
artillery targets, and wire obstacles on the map, or may have the computer place them 
automatically. If computer placement is selected, the human player will be given a chance to 
reposition the units (but not minefields or other improvements) once the automatic placement is 
complete. 


Player number 1 (the RED player) always starts on the left-hand side of the map. Player 2 (BLUE) 
begins on the right. Combat units and Improved Positions must be placed on the friendly side of 
the appropriate start line (identified by the red and blue lines running vertically across the map). 
Minefields and cleared lanes may be placed forward of the friendly start line up to the enemy start 
line. 


All ground units or spotter aircraft that are not placed onto the map are permanently lost in the 
BASIC game, unless of an artillery type (ARTILLERY, MORTAR or ROCKET). Off-map artillery units 
may never move or fire directly onto the map, but may use Indirect Fire (un-sighted bombardment) 
against on-map targets. Likewise, off-map units may not be targeted by enemy Direct (sighted) or 
Indirect Fire. Off- map artillery units are subject to enemy counter-battery fire. 


Q.3.2 Basic Game Play 

After the set-up is complete, the main map will be displayed at zoom level 1. At this zoom level, 
the entire battle area is shown. At the top of the screen are the main menu choices. At the 
bottom, below the map, are several information boxes. Hit the RMB or select the ZOOM command 
from the main menu line to zoom in and out. 


To give friendly units orders, click оп the desired unit's hex with the LMB. If more than one unit is 
present in the hex, you must select the specific unit for the orders. 


The bottom information boxes display information about the hex location and the units in the hex. 
The two left boxes give information on the hex including its elevation level (L1, L2, etc.), primary 
and secondary terrain types, Improved Position level, and smoke. Small colored squares may also 
appear at the very bottom of the info box indicating amounts of illumination (yellow), dust (brown), 
wrecked vehicles (black), and fire (red). 


The unit information box, in the center, displays details for single units, or identifies multiple units 
in a hex. When a unit ID is displayed in black, it signifies that the unit is a passenger on another 
unit. 


О.3.3 Movement Commands 
In the Basic game, all movement is by "Company Route," unless the movement command is given 
to a Battalion/Task Force HQ or to a support platoon not attached to a company formation. 


When moving by "Company Route," the human player selects only the company's general final 
objective location. The computer then formulates the specific hex objectives and movement paths 
for each of the company's component platoons/sections. 


If desired, the movement path can be "constrained," which compels the units to be funneled along 
a narrow path for most of the movement - before allowing them to spread out again near the 
objective. For example, "constrained" should be used if you want the company to move along a 
road rather than straight across-country. 


In the Basic game, units always move at 7596 of their maximum speed. 
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Q.3.4 Targeting 

Each unit has a set of general engagement conditions that are shown in the unit info box. 
Depending on the game level, some or all of these conditions can be changed by selecting the 
appropriate order from the orders menu. 


Units can also be given specific targets by selecting the TARGETS command from the orders 
menu. You can either automatically cycle through all available targets, or move the cursor to the 
target's hex. Range and hit/kill information is shown for each potential target. 


Q.3.5 Calling for Artillery (Indirect Fire) 

You must have at least one unit capable of Indirect Fire (IF) to select this command. There are 
two methods that can be used to call for artillery. Either go to the FSO Staff officer, or select 
ARTILLERY from the UNIT ORDERS menu. 


Normally, you want your the calling unit to be a HQ. In fact, the best calling unit is normally the 
TF НО. This is because the delay before the mission is fired depends on the calling unit's situation 
and delay factor. Since HQ's have lower delays than other units (and the TF HQ the LOWEST 
delay), the mission is fired quicker with an НО calling it in. 


If the fire mission will be spotted, the calling unit becomes the spotting unit and must see the 
target hex. If the calling unit is eliminated or loses sight of the target, any remaining portion of the 
fire mission will be canceled or delayed. 


Indirect Fire directed against Pre-Planned (PPD) targets has a lower delay and higher accuracy than 
fires against other targets. IF may also be targeted against enemy units and individual hexes 
(whether occupied or not). 


Q.3.6 End of Orders/Save Game 
When all orders have been issued, select DONE from the main menu line. 


In two player situations the game can be saved after the first player's turn. This "mid-turn" save 
option is specifically designed for play by mail or e-mail games (PBM/PBeM). From the pop-up 
menu, select "SAVE GAME," and note the actual file name ("AB.OPS") of the game. After exiting 
the game, mail/e-mail this file to the other player for them to load and continue on with the game. 
Note that the second player always "runs" the Activity (combat & movement) Phase, which is 
saved at the end of the turn (and sent back for the first player to view). 


If the game is not saved in "mid-turn," the second player issues orders. This is immediately 
followed by the Activity Phase, during which combat and movement occur. 


Q.3.7 The Staff 

The Staff accomplishes two primary functions. It acts as a checklist for each turn - to make sure 
you don't forget anything. lt also breaks down the vast amount of battle information into 
manageable quantities. You don't need to use the staff, but for most players it makes things a lot 
easier. 


Q.4 THE INTERMEDIATE GAME 


All of the options for the Basic game apply to the Intermediate game, with the additional 
capabilities listed below. 
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Q.4.1 Intermediate Game Force Selection 

In the Intermediate game, games may be created "from scratch." lf this option is selected, players 
are given the opportunity to set the weather conditions and map to use. Players also select side 
nationalities and can pick the individual units in each force. All of the comments below apply to 
"from scratch" games. 


After the battle conditions are set, the unit selection process occurs. From the selection screen, 
units may be added, deleted, reassigned between companies, or have their characteristics 
changed. 


If a company box (A Co to | Co) is selected, the subsequent action will apply to the entire 
company. If a component box is selected (either in a company or Direct Support (D/S)) then the 
action affects only that particular platoon/section. To add Direct Support (D/S) units, select the 
D/S box on the right of the D/S line. Battalion and Task Force HQ units are added automatically as 
company formations are added to the force. 


Q.4.2 Intermediate Game Initial Set-up 

If the automatic computer set-up is not used, the Intermediate game allows players to place up to 
10 detachments - once all of the primary units are on the map. Detachments represent part of a 
primary unit that has been sent out on its own. А common example is a 2-man LP/OP (Listening 
Post/Observation Post) out in front of the main force to give early warning of an enemy force. 


Unlike primary units, detachments may be placed up to 300 meters forward of the friendly start 
line. If the detachment's parent unit is comprised of infantry, the detachment may be of either a 
2-3 man LP/OP size, or a 8-12 man squad. If the parent unit is of a vehicle or gun type, the 
detachment may be either a single vehicle or a 2-3 vehicle section. Detachments are given a 
proportionate number of supporting weapons and ammunition based on their size relative to the 
parent unit. 


Headquarters units may not form detachments. 


Q.4.3 Additional Unit Orders 

In the Intermediate game, players may now select individual movement objectives for company 
units instead of a general objective for the entire company. Additionally, the movement paths for 
units moving individually can be selected hex by hex, rather than having the path determined by 
the computer. The speed (as a percent of maximum) can be set for moving units. 


The Intermediate game allows players to set the default targeting orders for each unit - to include a 
preferred target type and maximum engagement range. These defaults are used to determine if a 
unit will fire and if so, what its target will be in the absence of the identification of a specific target 
by the owning player. When a specific target is given to a unit, a further option in the 
Intermediate game allows for the selection of which weapon the unit will fire. 


Spotter and strike aircraft units can be selected in the Intermediate game. Spotter aircraft are 
unarmed, and remain on the map and are given orders like normal ground units. Conversely, strike 
aircraft carry weapons with which to engage ground targets, and remain off-map. Strike aircraft 
may not be given unit orders, other than those associated with carrying out an airstrike. 


Airstrikes are called similarly to artillery, in that an on map unit must request the mission. 
However, unlike artillery, airstrikes are given only a general hex location as a target and must have 
a flight path direction specified. At the start of each strike pass, one or more actual targets will be 
selected from an area near the hex target location and generally along the flight path. Also unlike 
artillery fire, each air unit may only be given one strike mission at a time. 
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Airstrikes will usually continue against the same target until it is destroyed, the aircraft runs out of 
ammunition, or the mission is aborted due to AA fire. Unlike artillery missions, airstrikes may not 
be manually aborted. 


Q.4.4 Additional Calculation Detail 

The Intermediate game includes additional details in the targeting, combat resolution, and sighting 
calculation routines. As such, these segments will take a little longer for the computer to process 
than in the Basic game. 


0.5 THE ADVANCED GAME 


All of the options for the Basic and Intermediate games apply to the Advanced game, with the 
additional capabilities listed below. 


Q.5.1 Advanced Game Set-up 

The Advanced game allows for complete flexibility in setting up a game. Players have the option 
of adjusting the overall force characteristics values (such as Communication, Supply, and Air 
Superiority), and the basic ammunition loads for each weapon. 


Additionally, up to 20 detachments may be placed in the initial unit placement phase. Unlike the 
Intermediate game, detachments may be placed even if the computer automatically placed the 
player's primary units. 


Q.5.2 Additional Unit Orders 

When giving specific targets with the TARGET command, players can select the ammunition type 
to fire, and the weapon. The Advanced game also allows detachments to be given specific targets 
with the TARGET command. 


Q.5.3 Additional Calculation Detail 
The Advanced game uses the full series of complete and undiluted calculations in all respects. 
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SECTION 1: INTRODUCTION 


Panthers in the Shadows (Panthers) is a tactical level combat simulation. Set on the Western Front 
(including North Africa) in World War Il, it can recreate virtually any action, historical or 
hypothetical, for the period 1939-45. Panthers includes forces for all the major combatants, 
including essentially every weapon used by the Axis, Allied and Minor forces during the war. 


Each player controls a combat task force comprising between three and nine line companies plus 
attached direct support units. Orders for movement and combat are not given to individual 
vehicles or troops, but rather to units or detachments. 


SECTION 2: ABOUT THIS MANUAL 


For ease of use, the instruction manual for Panthers is divided into several parts: QUICK RULES, 
INTERFACE, TECHNICAL INFORMATION, and APPENDIX. 


While this manual may appear daunting at first, the simulation is very straightforward and easy to 
use. The manual thickness is because every topic is described in detail and explained fully. Much 
of the information (especially in PART 1) is provided primarily for advanced users. 


First time users need only read the QUICK RULES before beginning a BASIC level game. A 
description of the various weapons and strategies is provided in Part Il. Of course, it won't hurt to 
read the rest of the manual as well. Because of the way the manual is structured, it is easy to 
index and look up the answers to questions as they arise during play. 


Before starting an INTERMEDIATE or ADVANCED level game, it's a good idea to scan over the 
INTERFACE section of the manual. 


Also, always look at the "README" file which will be placed into your Panthers directory (and 
which may be read during installation)! И will include апу last minute changes, or answers to 
frequently asked questions. The "README" file also contains descriptions of the scenarios 
included on the diskettes. 


2.1 THE QUICK RULES 


The Quick Rules provide a very brief overview of the simulation mechanics. New players eager to 
"jump right in," should at least read the Quick Rules sections about the Basic Game. 


2.2 THE INTERFACE (PART 1) 


Part | of the manual (Sections 5-16) contains explanations and descriptions of the user interface. 
If you have questions on how to perform some operation or what a report means, the answer can 
be found in Part |. 


2.3 TECHNICAL INFORMATION (PART 1) 
Part ІІ (Sections 17-37) describes how the various concepts incorporated into Panthers relate to 


real-life circumstances, and their specific effects within the simulation. If you want to know how 
or why something happened, look in Section Il. 
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2.4 THE APPENDICES 


The Appendices contain additional information that is not strictly necessary to operate the 
simulation. This information includes tables and charts of the various movement and combat 
effects, descriptions of the weapons systems, how to link Panthers with Aide De Camp, and a 
description of how Panthers resides on your computer. (Aide De Camp is an HPS Simulations 
product that enables board games to be transferred to a PC. It has no artificial intelligence or 
computer opponent capabilities.) 


SECTION 3: DEFINITIONS/ABBREVIATIONS 
3.1 TECHNICAL TERMS 


The following technical terms and abbreviations are used throughout the Panthers display screens 
and documentation. 


AA: Anti-aircraft. Weapons primarily designed to engage aircraft targets. 

Abatis: An obstacle consisting of trees felled in an interlocking pattern across a road or 
other narrow gap. 

AC: Armored Car. 

AFV: Armored Fighting Vehicle. Any armored or semi-armored vehicle. 

Air Superiority: A measure of a force's ability to perform air missions over the battlefield 
without interference by the enemy air force. 

Amphib: Amphibious vehicle. Can operate on land or water. 

AP: Armor piercing projectile. 

АР40: German designation for an APCR projectile type. 

APC: Armored Personnel Carrier. Any armored troop carrying vehicle. 

APC: Armor piercing capped projectile. 

APCBC: Armor piercing capped projectile with ballistic cap. 

APCR: Armor piercing projectile with special hardened core. 

APDS: Armor piercing discarding sabot round. Developed by the British, the APDS round 
was issued for the six and seventeen pounder weapons beginning in 1943. 

Armored: Weapon classification with complete (Front, Side, Rear) defensive protection 
provided by armor plate. 

Arty: Artillery. 

Assault Engineers: Specially trained troops equipped with explosives and flamethrowers 
used for close assault attacks. 

Assault Gun: AFV designed to provide direct fire support for infantry units. 

AT: Anti-tank. 

ATR: Anti-tank Rifle. 

Barricade: An obstacle consisting of earth, logs, and/or other materials (sometimes 
reinforced) across a road or short gap. 

Basic Load: A full combat supply of ammunition for a given weapon. 

Bde: Brigade. A combat organization comprised of several battalions plus support units 
and a headquarters section. 

Beehive: Anti-personnel round type. 

Bn: Battalion. A standard combat organization comprised of several companies and a 
headquarters section. 

Burst: 5 individual rounds of Small Arms or Machine Gun fired as a group. 

CB: Counter Battery. Indirect artillery fire aimed at off-map enemy artillery units. 
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Co: Company. A standard combat organization comprised of several platoons and a 
headquarters section. 

Combat engineers: Specially trained troops used for bridge demolition and mine/obstacle 
clearance. 

CS: Close Support weapon (British class designation). 

CT: Cruiser Tank (British class designation). 

DD: Duplex Drive. An amphibious tank with propellers for in-water propulsion. 

DD: Destroyer class designation. 

DF: Direct Fire. Aimed fire where the firing unit can directly see the target. 

Dozer: A bulldozer-type blade attached to a tank or other vehicle for providing expedient 
clearing operations. 

Dragon's Teeth: An obstacle consisting of pyramid shaped reinforced concrete blocks on 
a concrete pad. 

DS or D/S: Direct Support. Units temporarily assigned to the command of headquarters 
they are not formally under. 

FACE: Unit Facing. 

FDC: Fire Direction Center. The FDC manages all IF missions once they are called in and 
coordinates IF fire with friendly airstrikes. 

FFE: Fire For Effect. IF conducted in a manner designed to saturate the target (as 
opposed to spotting rounds). 

Flail: An expedient mine clearing device consisting of rotating chains, which was attached 
to the front of tanks. 

FmPz: Flammpanzer. Tank with a flamethrower. 

FkPz: Flakpanzer. Tank with anti-aircraft guns. 

GMC: Gun Motor Carriage. (US designation for an SP gun). 

HC: Hollow Charge projectile. Another name for a HEAT munition. 

HE: High Explosive type round. 

HEAT: High Explosive Anti-Tank type projectile. 

HEFRAG: High Explosive Fragmentation (Anti-Personnel) projectile. 

HMC: Howitzer Motor Carriage. (US Designation for SP how). 

HMG: Heavy Machine Gun (larger than 10mm). 

Ho/How: Howitzer. 

HQ: Headquarters unit. 

ID: Unit ID in the form of Company letter followed by the section number, i.e., B2. 

IF: Indirect Fire. Fire directed against an area as.opposed to a specific target. The firing 
unit does not have to be able to see the impact location. 

ILLUM: Illumination type round. 

INCEND: Incendiary type round. 

Inf: Infantry (troops). 

IP: Improved Position. Defensive excavations and earthworks designed to provide 
protection from incoming fire. 

JPz: Jagdpanzer. German designation for a Tank Destroyer. 

Kph: Kilometers per hour. (1.6 Kph = 1 mph) 

KwK: Kampfwagenkanone. Tank gun. 

Lane: Cleared path through a minefield. 

LMG: Light Machine Gun (less than 10mm). 

LOS: Line Of Sight. A three-dimensional straight line path extending from a spotter to a 
target. 

LP/OP: Listening Post/Observation Post. 

LRC: Light Reconnaissance Car. 

Mar: Marine Infantry troops. 
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Max Sighting Range: The maximum distance between a spotter and target. Targets 
beyond this range cannot be seen. 

MG: Machine Gun. 

MHo/MHow: Mountain Howitzer. 

Mor/Mort: Mortar. 

Morale: A level that represents a unit's training, proficiency, and willingness to fight. 
MP: Movement Point. A measure of how fast a unit is moving considering the effects of 
terrain. One MP equals one hex per turn (100 meters/minute or 6 Kph (3.7 mph)). 
mph: Miles per hour. 

MT: Medium Tank. (British class designation). 

MV: Muzzle Velocity. 

Non-Armored: "Weapon classification with no appreciable amount of protective armor. 
NW: Nebelwerfer. Rocket launcher. 

Organic: A standard component of a weapons system - i.e. rifles are organic to infantry. 
PaK: Panzerabwehrkanone. Anti-tank gun. 

Para: Parachute/airborne/glider infantry troops. 

PBM/PBeM: Play by mail/Play by e-mail. Two human opponents playing a single game 
using separate computers. 

Player 1: The "red" force, which always "owns" the left side of the map. 

Player 2: The "blue" force, which always "owns" the right side of the map. 

Pit: Platoon. Small tactical combat unit comprised of several vehicles, guns and/or 
infantry squads. 

Plow: The Cullin Hedgerow device. These were field-expedient steel "prongs" attached 
to the front of a tank which enabled the vehicle to break through the Normandy 
hedgerows. 

PPD: Pre-Planned Artillery target. A target location that has been registered with the 
artillery during the set-up phase. 

Prime: Setting up of demolition charges to destroy a bridge. 

Pz: Panzer. German designation for a tank. 

Rckt: Rocket. 

Rgt: Regiment. A combat grouping of several battalions and an headquarters section. 
Similar to a Brigade. Usually the organization of a regiment is not as flexible, especially 
regarding attached support units. 

ROF: Rate Of Fire in rounds (or bursts) per minute. 

SC: Scout Car. 

SdKfz: Sonderkraftfahrzeug. German identification designation used for most vehicles. 
Semi-armored: Weapon classification with partial (Front and/or Side) defensive protection 
provided by armor plate. 

SMARMS: Small Arms rounds (less than 20mm). 

SQD: Squad. Subdivision of a platoon. 

SP: Self-Propelled. Normally indicates artillery mounted on a vehicle chassis. 
Suppression: Effect of incoming fire causing a unit to take cover - reducing it's 
effectiveness to return fire and move. 

StuH: Sturmhaubitze. Assault howitzer. 

Tauchpanzer: German designation for tanks that were specially modified to operate 
completely underwater. 

TD: Tank Destroyer. Self propelled weapon that has a main gun primarily suited for 
penetrating armor plate. 

TEC: Terrain Effects Chart. 

Tetrahedron: An obstacle made of welded (and sometimes twisted) steel girders in a 
"starburst" pattern. 
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TF: Task Force. A group of units temporarily organized together for a specific combat 
mission. Normally a TF is between a battalion and brigade in strength. 

TO&E: Table of Organization and Equipment. The full strength quantities of personnel 
and weapons for a unit. 

Wire: Barbed wire/concertina obstacles. 


3.2 INTERFACE SHORTHAND 


The following abbreviations and codes are used throughout the Panthers documentation for 
entering user commands. 


«-»: The minus sign (hyphen) key. 

«Letter»: Hit the appropriate Letter key. 

«ALT» <...>: Hold down the "Alt" key while pressing a second key (identified in the 
second set of brackets). 

«BackSp»: The Backspace key. 

CMB: The Center Mouse Button. 

«ENTER»: The Enter key. 

«ESC»: The "ESC" (ESCAPE) key. 

«F1»: The "F1" key. Note: In most circumstances the «F1» and «ESC» keys are 
interchangeable. 

«F3»: The "F3" key. 

LMB: The Left Mouse Button. 

«PGDN»: The Page Down key. 

<PGUP>: The Page Up key. 

RMB: Right Mouse Button. 


SECTION 4: GENERAL CONCEPTS 


The following general concepts are vital to understanding how the simulation operates. Since they 
do not fall into the category of either Interface or Technical information, these topics will be 
discussed briefly here. 


4.1 THE MAP 


The map area in Panthers represents an area of up to 40,000 square meters (5 Km by 8 Km). 
Only locations within this area can be shown on the screen or selected for operations. Locations 
not within this area are called "off-map," and may only be occupied by Indirect Fire capable or 
strike aircraft units. 


4.1.1 Hexes 
To uniquely identify locations on the map, a hexagonal grid has been overlaid over the battle area. 
The size of the grid is 5O "hexes" (top to bottom) by 80 "hexes" (right to left). By using the grid, 
the entire map area is broken down into 4000 individual hexes, each approximately 100 meters by 
100 meters. 


Hexes are considered single entities in all respects. They are indivisible, and whatever terrain 
features (except for roads and rivers) and units they contain are considered uniformly distributed 
within the hex. 
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For Line Of Sight (LOS) calculations, the exact centers of the spotting and target hexes are used 
for the beginning and ending points of the LOS. 


4.1.2 Terrain 

Each hex has a single primary terrain type of Clear, Woods, Light Woods, Sand, Deep Water, or 
Shallow Water. In addition, a hex may contain one or more secondary features such as Swamp, 
Building Level 1, Building Level 2, Building Level 3, Rubble, Craters and Crops. 


Each of the various types of terrain have unique effects on sighting, combat and movement. For a 
full description of these effects, consult the Appendix on Tables and Charts. 


4.1.3 Elevation 

Each hex is assigned a relative elevation level 1 through 7. Level 1 is used as the base or datum 
elevation of the map. Elevation levels above 1 represent a 10 meter elevation increase. For 
example, Level 4 terrain (Shown as "L4" on the screen) is 40 meters higher than the base ("L1") 
elevation. 


The primary effect of elevation is manifested in the LOS calculations. As in real life, in Panthers it 
is impossible to see enemy units located behind an intervening ridge, or hiding in a gully. 


Changes in elevation also affect movement. 
Sand and both types of Water hexes are always considered elevation level 1 ("L1"). 


4.1.4 Road Features 

Road features include roads, trails, and railroads. The only real difference among the three road 
features is in the specific amount of movement modification they cause. Movement via any road 
feature is generally much faster than cross country. 


All road features begin at the center of a hex and go to the center of an adjacent hex. Unit 
movement between two such linked hexes will receive the faster road movement bonus. Other 
than this, there is no bonus for merely moving into a hex containing a road feature. 


Road features may cross water obstacles. Roads and railroads form bridges, while trails create 
fords. The effects of bridges and fords are outlined in the TEC. 


Trails are shown as dashed black lines, roads as solid black lines, and railroads as "tracked" black 
lines. 


4.1.5 Water Obstacles 

Streams, rivers, and gullies are considered water obstacles. These obstacles dramatically slow or 
even prevent units from crossing them. Bridges and fords may negate some or all of the effects of 
water obstacles. 


Streams are shown as thin blue lines, rivers as thick blue lines, and gullies are solid dark brown 
lines. 


4.1.6 Hexside Obstacles 

Anti-Tank Ditches and bocage are hexside obstacles, in that they are encountered between hexes 
and drawn on the hexsides (like rivers). These obstacles impede or prevent movement according 
to the effects outlined in the Appendix. However, these hexsides may be breached by various 
engineering-type units as discussed further on in this manual. 
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Additionally, bocage hexsides extend 3 meters above ground level and will block a LOS passing 
through them. 


These hexside obstacles are map features, and can only be placed when editing a map with either 
the Panthers Map-Builder or Aide De Camp. 


4.2 PHASES 


The sequence of play in Panthers is broken down into several phases, during which many related 
activities can take place. In general, these phases are the Initial Selection Phase, the Set-up 
Phase, and the game turns. 


Each game turn consists of Orders and Activity Phases. 


These phases always proceed in a predetermined sequence that may not be altered by the players. 


4.2.1 Initial Selection 
During the Initial Selection Phase, players choose the type of game to be played, set a range of 
weather and game conditions, and select the units in the force. 


4.2.2 Set-up/Placement Phase 

In this phase, all of the player's units are placed onto the map, along with any IP's, mines, 
obstacles and/or PPD artillery targets. At the beginning of this phase, a display of all of the terrain 
and unit symbols will be shown on the screen. 


4.2.3 The Game Turn 

Each game turn has an Orders Phase and an Activity Phase. During the Orders Phase players can 
issue orders to some, all or none of their units. Computer commanders also issue orders during 
this phase. During the Orders Phase the "real-time" battle is frozen. 


The Activity Phase, on the other hand, is when the real-time battle is played out. Units will move, 
shoot, and re-sight other units. Also during this phase, smoke and dust are blown, fires spread, 
and all of the various levels are adjusted. Each Activity Phase encompasses one minute of real 
time. 


4.3 UNITS 


In Panthers, the unit is the fundamental combat group and is treated as a single entity in all 
respects. All of the unit's individual component weapons and troops are located together, move 
together, and carry out orders together. Each unit is represented on the map by a single symbol. 


Units may be of almost any size. Normally, a unit will consist of a platoon or section sized 
formation - at least initially. However, after a few rounds of combat losses, units may often be 
reduced to a single vehicle or weapon. 


Information and statistics are kept separately for each unit in the game. Each force may have up 
to 149 units in play, including off-map and HQ units. 


Part | - 12 


Panthers in the Shadows 


4.4 ORDERS 


The owning player controls his/her units by issuing orders. Through the various orders, units may 
be given movement objectives, targeting instructions, and call for fire support (air and artillery). 


However, there are limitations on orders availability. For example, some orders are not available in 
the Basic or Intermediate games, and appropriate fire support units must be available to call for 
that type of support. 


Orders are given to individual units one at a time. Each unit, as a single entity, will then attempt 
to carry out its assorted orders in upcoming Activity Phases. For most commands, there will be a 
delay between when an order is given and when it is executed as the order is passed down the 
chain of command. 


4.5 FOG OF WAR 


The uncertainty and confusion effects collectively known as the "Fog of War" are built into 
virtually every aspect of Panthers. Units sometimes disobey or ignore your orders, air units can't 
find their target or they attack friendly troops, artillery rounds fall short. All these things happen in 
real life, and they'll happen in Panthers too. 


Usually your staff (which will be covered later in the manual) will have the answer for you - 
although it may take some digging. For example, the unit was broken, or the weather is bad, or 
the original target was destroyed. But in other cases, things just won't happen as you thought 
they would and you can't tell exactly why (although the answer will be covered someplace in this 
manual). The program isn't broken - just welcome to the real world of Panthers! 
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PART I: THE USER INTERFACE 


SECTION 5: GETTING STARTED 
5.1 LOADING FROM THE DISKETTE 


The Panthers files must be un-compressed and copied onto your hard disk drive before they can be 
used. 


From the А:> or B:» prompt, type "INSTALL" and hit «Enter». 


Just follow the directions to automatically set up the files on your hard drive. The default directory 
path name is "PANTHERS," however this сап be changed as desired from the installation menu. 


5.2 STARTING THE GAME 

To run Panthers, make the current directory the one that contains the Panthers program files and 
type "PANTHERS" and hit «Enter». If you used the default directory from the installation 
program, the directory will be C:\PANTHERS 


If you need to change your current directory, from DOS use the command CD (for Change 
Directory). For example, to change the current directory to "PANTHERS," use the DOS command: 


CD «space» PANTHERS «Enter» 
Your prompt should look like this: САРАМТНЕН5 > 
5.3 THE INITIAL MENU 


The INITIAL MENU always offers three choices: BEGIN A NEW Гы 
GAME; LOAD A SAVED GAME; and EXIT BACK TO DOS. | INITIAL MENU ј 


Select BEGIN A NEW GAME to start a game from scratch or to 
load a scenario. All games started under this option begin at 
Turn O (the set-up). 


BEGIM а NEM GAME 


5 ЗАЈЕР GAME. 


Select LOAD A SAVED GAME to load or delete a previously 
saved game or a PBM/PBeM game. If а PBM/PBeM file exists, 
you will first be asked if you want to load it. Otherwise, all of 
the saved games currently in the same directory as your 
Panthers program files will be listed. Saved games are shown CONTINUE 1851 (GOME 
by their game names along with the date the game file was 
saved and the current game turn (O for set-up). Pick NONE to 
return to the main menu. Otherwise, hit the «D^» key to delete | 
the highlighted game file, or «ENTER > /LMB to load it. 


EXIT ВИЖ TO DOX 


HAKE/EDIT ¢ МАР 


Note: The PBM/PBeM interface sequence is covered separately in SECTION 17, and will not be 
discussed in the other sections. 


EXIT BACK TO DOS unloads the Panthers files and returns control to the operating system. 
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Once a game is "in-progress," the Main Menu will have another choice: CONTINUE LAST GAME. 
If this option is selected, the last game played will be loaded. This game will start at the point at 
which it was ended - WHETHER OR NOT THE GAME WAS MANUALLY SAVED at that point. This 
option makes it convenient to pick up where you left off, especially in cases where a system 
failure occurs in the middle of a turn, or a player forgets to save the game. 


For players who have purchased the optional map-builder, a final choice is possible: MAKE/EDIT A 
MAP. Use this option to edit or create your own Panthers maps. 


5.4 INTRODUCTORY GAME SUGGESTIONS 


It is strongly suggested that new players familiarize themselves with the Panthers system by using 
the BASIC game complexity level for the first few games. Additionally, the first game should be 
the TUTORIAL, as it is a relatively small game with easily controlled units. 


SECTION 6 BEGINNING A NEW GAME 
6.1 THE GAME COMPLEXITY LEVEL MENU 


From the SET GAME LEVEL Menu, Panthers offers three complexity levels: BASIC; 
INTERMEDIATE; and ADVANCED. BASIC level games are the quickest to set up and run, while 
ADVANCED games afford players the greatest amount of control over the various simulation 
functions. 


A summary of the differences in complexity levels is provided below. Additionally, differences 
between the levels will be noted in more detail in the individual topic sections, and in the Quick 
Rules. 


Conditions/Force Selection: 
BASIC: Scenarios only. No aircraft units. 
INTERMEDIATE: Can select environmental conditions and individual force units. Aircraft 
can be chosen. 
ADVANCED: Full control of battle conditions and force units. 


Set Up: 
BASIC: No detachments. 
INTERMEDIATE: Placement of up to 10 detachments. 
ADVANCED: Placement of up to 20 detachments. May designate units left off-map as 
reinforcements/airdrops. 


Game Play: 
BASIC: Only company movement orders are used, except for D/S or Bn and TF 
Headquarters units. The speed of moving units is always set at 7596 of their maximum 
speed. Unit targeting defaults are set and controlled by the computer. 
INTERMEDIATE: Units may be moved separately, and movement paths may be chosen 
hex by hex. Players have complete control over the speed of moving units. Unit targeting 
defaults can be set and changed. Detachments may not be given orders. 
ADVANCED: Ammunition type to fire may be set for each unit. Detachments may be 
given targeting orders. 


Additionally, the depth and amounts of calculations are increased for each level. 
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6.2 THE GAME TYPE MENU 


If the BASIC game level was not selected, the New Game Menu will appear. The three options 
are: FROM SCRATCH; LOAD A SCENARIO; and NO PICK: RETURN. 


The FROM SCRATCH option allows players to set up new games as they see fit. This includes 
customizing the environmental conditions and selecting units for the forces to be engaged. 


LOAD A SCENARIO is used to load a pre-set up scenario. 


NO PICK: RETURN goes back to the Initial Menu. 


SECTION 7: SCENARIOS 


Scenarios are new games in which all of the initial conditions have been set and the opposing 
forces have been selected. The units have not been placed on the map. 


In the scenarios, the environmental and situation conditions are predetermined and the units for 
both forces have been chosen. At the BASIC level, players cannot modify these initial conditions 
in any way. At the other levels, players have the option of adjusting the environmental and 
weather conditions. 


At all levels players can select which side will be human or computer controlled and the unit 
symbol display types. 


There are five scenarios included with Panthers, and additional scenarios may be available on add- 
on disks in the future. 


SECTION 8: FROM SCRATCH GAME 


The FROM SCRATCH game allows players to select conditions and force compositions. In effect, 
a FROM SCRATCH game allows players to create unique scenarios. 


8.1 THE FORCE SELECTION MENU 


After selecting the FROM SCRATCH option, the Force 
Selection Menu appears. This menu allows players to set the | 
year of the battle and force characteristics. To select any of | YEAR 1944 
these values for change, highlight it with the mouse and click Ж oncr жі GERMAN 
any button, or use the cursor keys and hit the <ENTER> | 

кеу. 


SEZE TASK FORCE 


t2 OTT нєн. 


When the force selection choices are satisfactory, select OK- 
DONE to continue. 


| SESE TASK FORCE 
8.1.1 Year | ee COMPUTER 
The engagement may occur in any year between 1939 and | FORCE #1: ATTACK 


general force characteristics (morale, communications, 


1945. The year is used in two ways. First, it determines the | | 


Рап 1-16 


Panthers in the Shadows 


supply, air superiority, etc.) for each side. Initially, these values are set historically, although in the 
Advanced game they may be subsequently modified. 


The year also limits the available equipment, depending on historical data. However, players may 
change the weapon type of an individual unit, without regard for the year, after the unit has been 
chosen. 


8.1.2 Force Nationalities 

There are eight nationalities available in Panthers: German, United States, Commonwealth (United 
Kingdom), French, Belgian, Dutch, Canadian, and Italian. Additionally, the German player сап 
select from Army (Heer), Air Force (Luftwaffe), or Waffen SS troops. 


Along with the equipment availability, the nationality also determines the basic formations available 
and their compositions (TO&E) and force characteristics. 


Some or all of these effects can be changed or modified through the other selection routines. 


8.1.3 Size 

The size of each force may be set individually at either a Battalion, Task Force, or Brigade level. 
Battalion forces generally control 3 company formations plus 2-3 D/S units. Task Forces are made 
up of two battalions, for a total of 6 companies plus 6-7 D/S platoons. Brigades have three 
battalions, consisting of 9 companies with up to 10 D/S units. 


8.1.4 Control 
Forces may be controlled by either a human or computer commander. As such, zero, опе, or two 
human player games are possible. 


8.1.5 Mission 

One of three missions may be selected: PLAYER 1 ATTACK; 
PLAYER 2 ATTACK; or MEETING ENGAGEMENT. The 
attacking player's (or both players' in a meeting engagement) 
objective is to get as many forces as possible to the other 
edge of the map. The defending player's task is to protect 


the friendly map edge. nima ккан 
HOUND NORMAL | 

8.2 WEATHER CONDITIONS MENU vis ck sv pay | 

The WEATHER CONDITIONS MENU allows players ап | TEMPERATURE 20 "c | 

opportunity to adjust the environmental conditions Са mpm "t 

surrounding the engagement. The menu operates exactly like чир SERED 49. жиз | 

the FORCE SELECTION MENU just exited. WIND FROM SOUTH | 
LIGHTING X 100 

8.2.1 Atmosphere мах S71 GHT 3400 » 

The atmosphere may be set to CLEAR, RAIN, HEAVY RAIN, — 2% то 

FOG/MIST, SNOW ог HEAVY SNOW. The atmospheric | жі 

conditions affect visibility by limiting the Мах Sighting Range DUST x 70 

and illumination percent. Atmospheric conditions may also ' MT 

reduce the availability of airstrikes. The Light Percent and TS UTE жа 

Max Sighting Range values will be automatically changed to GEME LENGTH: 90 turns 

reflect Atmosphere effects. DE DONE 
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8.2.2 Ground 

The Ground conditions may be set to NORMAL, LIGHT (LT) MUD, HEAVY (HV) MUD, FROZEN, 
SNOW, or DEEP SNOW. Ground conditions affect movement and make may make it more difficult 
to spot IP's, mines, and wire. See the TEC in the Appendix for additional details. 


8.2.3 Time Of Day 

The time of day may be either DAY, NIGHT, DAWN, or DUSK. The primary effect of the Time Of 
Day is to reduce visibility and illumination levels. Additionally, DAWN and DUSK conditions make 
it harder to sight and target enemy units due to shadows and diffused light. The Light Percent and 
Max Sighting Range values will be automatically changed to reflect the Time Of Day. 


8.2.4 Temperature 

The temperature is set by "sliding" the indicator along the bar with either the mouse or arrow 
keys, and then clicking or hitting «ENTER». The temperature range can be anywhere from -40 to 
+40 degrees Centigrade. The temperature mainly affects weapon accuracy, and morale loss 
during movement. Additionally, at temperatures below -10 degrees C all streams are considered 
frozen, and below -20 degrees C rivers are frozen as well. 


8.2.5 Wind Speed 

The Wind Speed is set just like the temperature. The value may range between О and 80 Kph. 
The Wind speed determines the amount of smoke and dust dispersal each turn, and is used in 
calculating if forest or town fires spread. High winds also cause a decrease in weapon accuracy. 


8.2.6 Wind From 

The Wind From directions correspond to the movement directions imposed by the hex grid overlay: 
NE (Northeast), SE (Southeast), S (South), SW (Southwest), NW (Northwest), and N (North). The 
wind direction is always used with the wind speed to determine the overall wind effects. 


8.2.7 Lighting Percent 

The Lighting Percent may be set anywhere between О (none) and 100% (full). The Lighting 
Percent is a measure of the absolute light over the entire battlefield. A value of 100% is as bright 
as full day and O96 represents the darkest night. 


The Lighting Percent value, not the Time Of Day value, is used in weapon accuracy and spotting 
calculations. The only exception is that if the Time Of Day is set to DAWN or DUSK, the 
additional effects mentioned above are factored in as well. 


The computer will automatically calculate the lighting percent based on the Time Of Day and 
Atmosphere conditions. Normally, you will not change the Lighting Percent value, unless you want 
to add the effects of special circumstances. For example, a full moon may raise the NIGHT 
Percent to 1596, or large oil tank fires may reduce the DAY Percent to 65%. 


8.2.8 Max Sight 

This is the Maximum Sighting range in meters. It can be set to any value up to 10,000 meters. 
No unit (air or ground) can sight or target beyond this range. In practice, the minimum range is 
about 200 meters. 


8.2.9 Foliage Percent 
The foliage percent directly adjusts the effects of woods and light woods on a LOS. For example, 
if the foliage percent is set at 5096, a woods hex will add only 3 LOS blocking points instead of 6. 


The foliage percent can be set between 10% and 110%. 
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This adjustment is designed especially for re-creating the seasonal effects of deciduous trees losing 
their leaves. 


8.2.10 Dust Percent 
The dust percent is a constant modifier applied to situations where moving vehicles create dust. 
The dust percent can be set between 0% (no dust) and 20096 (double the normal level). 


This adjustment is intended to let players reflect various ground conditions - more dust in dry 
conditions, less in damp. 


8.2.11 Map To Use 

This feature allows the user to select a particular map to use for the battlefield. The choice allows 
for any of the available maps to be selected, including maps that are being used by scenarios or 
other (saved) games. Additionally, if you have created a custom map with the Panthers Map- 
Builder or Aide De Camp, it is accessed with this option. 


To look at a map before selecting it, from the map selection screen hit the <L> key or the RMB. 
Once the map has been drawn on the screen, hit any key to return to the map selection screen. 
Note that in the map preview it is only possible to view the map at Zoom 1. No other commands 
are active. 


Once the MAP TO USE option has been selected, a complete list of all of the map files available 
will be shown. Map files have a ".MAP" file extension and must be located in the same directory 
as the program files. 


8.2.12 Game Length 
The game length may be set by selecting "GAME LENGTH" menu choice. The game length may 
be set from 20 to 220 turns (where each turn is 1 minute). 


8.3 PICK FORCE TYPE 


If a force's nationality is German, the human player must select the specific force type. German 
players have the option of choosing GERMAN ARMY, LUFTWAFFE, or SS forces. 


The force selection affects ground formations only. For example, the selection of a Luftwaffe 
(German Air Force) force, represents units such as the Hermann Goering Division or the various 
other Luftwaffe Field Divisions. 


Aircraft observation and strike units may be selected by any force, subject only to availability and 
air superiority considerations. 


The differences between the force types manifest themselves primarily in the available formation 
types and strengths, and the average unit morale. 


8.4 SET FORCE CHARACTERISTICS (Advanced Game) 


In the Advanced Game (only), human players may adjust the initial force characteristics of each 
force. The force characteristics are: STRENGTH; SUPPLY; MORALE; COMMUNICATIONS; AIR 
SUPERIORITY; COUNTER/BATTERY; ENGINEER SUPPORT; TRAINING LEVEL; DUD RATE; and 
BUTTONED-UP. All force levels are expressed as a percent between О and 100, except the 
BUTTONED-UP default, which is "YES" or "NO." 
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To set an individual value, highlight it with the mouse or arrow keys and select it. When finished 
setting all values, select OK - DONE. 


A quick summary of the values follows: 
STRENGTH is the average unit strength as a percent of TO&E strength. 


SUPPLY is the average amount of ammunition issued to each unit as a percent of the 
normal basic load. 


MORALE is an intangible measure of a unit's "willingness to fight." 


COMMUNICATIONS is a relative value that reflects the ability for units within the force to 
communicate with each other (used when transmitting orders and calling for fire support). 


AIR SUPERIORITY is the relative level of friendly fighter activity over the battlefield. 


COUNTER/BATTERY reflects the amount of higher echelon Counter Battery assets 
(detection and artillery units) in the engagement sector. 


ENGINEER SUPPORT affects the quantities of IP's, wire, and mines or lanes that may be 
placed by a force. 


TRAINING is separate from the morale level, and reflects the training and experience of 
the force as opposed to its "willingness to fight." 


DUD RATE is a measure of ammunition quality, and is the percentage of rounds that can 
be expected to malfunction in some way. 


BUTTONED-UP reflects a force's doctrine or SOP (Standing Operating Procedure) which 
dictate the protective posture of armored vehicles. If this value is "YES," the force's 
AFV's will keep their personnel inside the vehicle and the hatches closed at all times 
during the battle. Otherwise, units will "button-up" only because of enemy fire. 


8.5 WEAPONS SELECTION OPTIONS MENU 


The computer can select a human player's entire force, and/or the various weapons for each unit. 


AUTO-SELECT FORCE OPTION 

To have the computer select the entire force, select "YES" from the 
DO YOU HANT THE COMPUTER TO AUTO SELECT FORCE OPTION menu. 
AUTOMATICALLY SELECT YOUR 


FORCE'S UNITS? 


NO = SELECT MANUALLY : 


YES ~ AUTO SELECT 


Next, select the aggressiveness level you want the computer to use 
when selecting unit types. The higher the aggressiveness setting, the 
more likely the computer will be to select "attack" flavor units - such 
as tanks, aircraft, and artillery. However, the human player always 
has a chance to modify the computer’s selections before accepting 
the force. 
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Whether YES or NO was selected from the AUTO SELECT menu 
above, the next menu provides the option for the computer to 
select the weapon types used by the force's units. The choices 
are: MANUALLY SELECT WEAPON TYPES; AUTO PICK 
RANDOMLY BY COMPUTER; and AUTO PICK 'BEST' BY 
COMPUTER. 


If the first option is selected, the human player must select the 
specific weapon for each type of unit. The second and third 
options have the computer make these selections. The computer 
selection can be set either to randomly select weapons from the complete list (based on the force 
nationality and year), or to pick what it considers the "best" weapon each time (from the same 
list). 


8.6 FORCE SELECTION SCREEN 


The force selection screen is organized into several major parts: The mission and information area 
along the top of the screen; the SELECTION COMPLETE box; the HQ unit boxes; and the 
COMPONENT UNITS area. The COMPONENT UNITS area is further broken down into the 
Company ID boxes (on the far left) and the unit boxes. 
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SELECT A COMPANY BOX TO ADD UNITS, OR а PLATOON BOX TO EDIT UNIT. 


SELECTION 
OMPLETE 


The mission area displays information on the overall mission force nationality and the year. Select 
the SELECTION COMPLETE box when you are finished with your force selection. 


The HQ and unit boxes show the units that currently comprise your force. As you modify the 
force structure (add/delete/change) these boxes will be adjusted to reflect those changes. 


The unit boxes are arranged so that each horizontal row of boxes holds the component units of a 
single company (A to 1), while the D/S units are shown in the bottom row. Each box in the row 
represents an available billet that can be occupied by (or assigned to) a unit. Each company has 
10 billets available to be filled (numbered O to 9). Billet number O is always the company HQ. 


Depending on the size of the force previously selected (Bn, TF, or Bde), portions of the unit box 
array will not be used. Portions of the array unavailable to hold force units are not darkened in, 
and may never be selected. If a company or unit box is available, a flashing cursor will be placed 
іп the box - either.with the mouse ог the arrow keys. If the flashing cursor does not appear, the 
box may not be selected. 
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When a unit box is selected, the further action will affect only that unit. Selecting a company box 
will affect all units in that company. 


A "running" Victory Point total for the units currently selected is shown in the upper right corner of 
the screen. 


8.6.1 Adding Units to the Force 

To add an entire company to the force, select the first company box that has only empty unit 
boxes to its right. To add a D/S unit, select the D/S box at the lower left. Unlike the company 
box, there may be unit boxes filled in to its right. 


A pop-up menu will appear listing all of the available company or D/S section formation choices. A 
short description of each formation's composition is also shown in parenthesis. Select the desired 
formation for the company or D/S unit, or NO SELECTION to cancel the operation. The new 
component unit(s) will be added to the force and will be displayed in the appropriate unit boxes 
immediately. 


If one of the automatic weapon selection options is not used, the human player must select the 
weapon model to be issued to the force. The only exception is if only one weapon model exists 
for a particular type with the correct nationality and year availability. In any case, the model 
selection is done only once for each type. For example, the tank model is selected only once for 
the entire force. This one tank model will be subsequently issued to all the tank platoons (in 
companies or D/S) automatically as they are added to the force. The method used to change the 
weapon/model type of an individual platoon will be discussed later in this section. 


To select a particular weapon model from the SELECT WEAPON MODEL menu, highlight the 
desired model row and hit « ENTER» or the LMB. Each model line on the menu displays the 
model name, the weapon type (Tank, АРС, еїс.), the movement type (T = Tracked, W = Wheeled, 
F —Foot), the target type (A = Armored, S = Semi-armored, N=Non-armored), the normal years of 


ВЕЧЕН | SELECT COMPANY ТУРЕ 
PANZER (4 Tanks? | 
RECON (6 Vehicles? 
ASSLT GUN са Assault Guns? 
MORTAR (5 Mortars? 
PZ GREN СЗО Rifle + 4 APC?) 
HOTZ RIFLE 433 Rifle * 5 Trk? 
RIFLE (33 Troops) | 


PANZER (НО Sec + 3 Pz РИ) 
RECON (HQ + 3 Recon P1t) 
ARMD HUY WPN (HQ + 2 AG + 1 Mtr РИ) 
PZ GREN (НО + 3 PG + Mtr + AA PIŁ) 
MOTZ RIFLE (НО + 3 Mtz + 1 WPN PIŁ) 
MOTZ HUY HPN (HQ + 1 AA + 1 Mtr Pit?) 
1 ASSLT GUN (HQ + 3 AG РИ) 
RIFLE (HQ + 3 Inf + 1 HMG РИ) 
HUY HPN (HQ + 1 HMG + 2 Mor РИ) 
LIGHT AT (НО + З AT Inf РИ) 
BICYCLE СНО + 3 Bicycle РИ) 
4 US RIFLE «HQ + 3 US + 1 HMG РЕ) 
UG INF НО + 2 SMG + 1 Inf Pit) 
UG LIGHT АТ (HQ + З АТ Plt) | 
[CHANGE WEAPON тес 0 
DELETE COMPANY FROM FORCE 
NO SELECTION 


US RIFLE (33 Troops? 
UG RIFLE (33 Troops? 
UG BICYCLE (33 Troops? 
BICYCLE (35 Troops? 
ANTI а ВСВЕТ (4 Guns) 
AT INFANTRY (36 Rifle + 4 ATR? 
ANTI TANK GUN (4 бөпе) 
HEAVY MG (6 HNG? 


ARTY (SP/TOHED) . 54 Guns) 


танк DESTRYR (4 Vehicles? 
TRANSPORT (6 Vehicles? 
ROCKET {2 Launchers? 
APR (5 Vehicles} 
COMBAT ENGR (34 Troops) 
FLAME танк (6 Uehicles? 


NO SELECTION 
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availability, and the countries the weapon was normally used by (G = Germany, US = United States, 
UK = United Kingdom, Е = France, В = Belgium, N = The Netherlands, C = Canada, |=Italy). To get 
more detailed information on a particular model, highlight the model line and hit «F3» or the 
RMB. Note that this detailed information is also available in the Orders Phase once the game has 
started. 


8.6.2 Other Company Actions 

Three other company actions are also available: Change the company's weapons, change the 
company's type, or delete the company entirely. To invoke these actions, select the company box 
of an existing company (where at least one unit box to the right is occupied). 


CHANGE WEAPON TYPE is used to change an entire company's weapon type at once. This 
feature is especially useful when the majority of the force has one type of weapon, but a few 
companies contain another. For example, the desired German tank force may have 6 companies 
of Pz IV tanks, and one company each of Tigers and Panthers. The easiest way to set this up is to 
initially create 8 tank companies with Pz IV tanks, and use this option to change one company to 
Tigers and another to Panthers. 


To change the company type (for instance from a tank company to an infantry company), choose 
CHANGE COMPANY TYPE. The standard SELECT COMPANY TYPE pop-up menu will appear. 
From this menu, select the new formation type for the company. The company's old units will be 
erased completely, and the new ones will take their place. Note that models may need to be 
selected for the new weapon types. 


If DELETE COMPANY FROM FORCE is selected instead of a company type, the entire company will 
be removed from the force. Existing companies "below" the deleted company will be "moved up" 
to fill the gap. 


8.6.3 Component Unit Actions 
The following options apply to any component unit, whether part of a company, D/S or a HQ. To 
select a unit for one of these actions, move the flashing cursor to the appropriate unit box and hit 
a mouse button or «ENTER». 


The PICK UNIT ACTION menu choices are: CHANGE UNIT 
TYPE; CHANGE QUANTITY IN UNIT; CHANGE UNIT . 
WEAPON; DELETE UNIT FROM FORCE; REASSIGN UNIT; 


and RETURN. The CHANGE UNIT TYPE and DELETE UNIT | CHANGE UNI? TYPE 
FROM FORCE options operate exactly as for the company . ми 

actions. | CHANGE QUANTITY ІМ НИТ 
The CHANGE QUANTITY IN UNIT option is selected to adjust i] СНИНЧЕ UNIT WEAPON 
the number of weapons in a particular unit. For example, a if Ce спорт 
30 soldier infantry platoon could be changed to include 35 Шыдайды іы 
troops instead. | REASSIGM ЕНЕТ 


However, it is not possible to have more weapons in a unit RETURN : 1 


than the maximum normal stacking quantity for that type of 
weapon. If attempted, the unit could not be placed onto the 
map. The normal stacking limits are: 

Vehicles 28; Аігсга = 3; Personnel=50; Guns=8. 


——————————— M ————————— — 
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If an entered value exceeds the stacking limit, the computer will automatically reduce it to the 
maximum limit and post an error message to that effect. 


The new quantity values are entered via the keyboard. Use the <BackSp> key to remove 
unwanted digits. 


SELECT A COMPANY BOX TO ADD UNITS, OR A PLATOON BOX TO EDIT UNIT. 


"UM 25172 


3 1 
Heavy Be 1/2 


ЗЕМЕ TYPE ОНЕ“ 
SAME NATIONALITY іні 


PICK FROM ALL WEAPONS 


RETURN e р 
— — Е Е 251/2 |251/21 


The CHANGE UNIT WEAPON option is used to change the weapon type or model issued to a unit. 
Once this option is chosen, a pop-up menu selection may be used to limit the selection of new 
weapon types. Potential weapon choices can be limited by type and/or nationality at the human 
players discretion. If the selection is limited by type, then only weapons having the same type as 
the original may be selected. The same goes for nationality. For example, if a German tank model 
is being changed, the list of potential replacement weapons can be limited to any tank (SAME 
TYPE ONLY), any German weapon of any type (SAME NATIONALITY ONLY), or any German tank 
(SAME TYPE AND NATIONALITY). 


If PICK FROM ALL WEAPONS is selected, there are no limitations on the potential replacement 
weapons. 
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When selecting a weapon type from the Pe DII JOD о; - 
SELECT WEAPON pop-up menu, the «Page © UE 
Up», «Page Down», «Home», and 
«End» keys can be used to scroll 

the list up a page, down a page, to the first 
page, and to the end, 

respectively. 


Pz IA (MMG? танк 
Pz IB (MMG? тамк 
Pz IC (HMG? танк 
Pz IF (MMG? ТЕР 
Pz IB C€nd/1 танк 
Pz IB Скала T ABK 
Pz З35(%2(372 ТАНК 
Pz 38«t) A-D THK 
Pz 38¢t) ЕЛЕ ТАНК 
Pz З8‹+› G тенк 
AFPz З8С+› тенк 
Pz VIE Tiger TARK 
PzUIB KTiger TAKK 
Pz UD Panthr TANK 

Panthr Vut 
Pz UG Panthr TANK 


If the weapon change causes a stacking 
quantity limit violation (for example, if a unit 
of 30 infantry is turned into a unit of 30 
tanks), the quantity value will be 
automatically reduced to the limit maximum, 
and an error message is displayed. 


Units may also be reassigned between the 
various companies and D/S billets. A 
reassigned unit becomes part of the 
destination formation, and receives orders i 
through that formation's HQ/chain of 


{ — х{ sl zi zi zl эф м4 эф о с] zi zi 
> 


га 
commend. нн а патен et | ғ. ті а cm таж тя 89-49 0 
t и . м H та d и 4 3-43 
situation of particular units. For example, ап Pu ERU DD. тиме Ж E pen ы 
Pz ІІ С1<20) танк "o 39-40 0 


infantry platoon can be assigned to an armor 
company to protect the tanks against enemy 
infantry attacks. 


HORE 


HQ units may not be reassigned. 


To reassign a unit, select REASSIGN UNIT from the pop-up menu. Next, select the unit (either 
from a company or D/S line) to be reassigned. Then, choose the unit's new assignment by 
selecting a company or D/S box, or an occupied component box. The unit will immediately appear 
in the new formation. If the destination formation does not have any empty component unit boxes 
(billets) the reassignment will be canceled and an error message displayed. Units may not be 
reassigned to company formations that have an empty headquarters billet. 


8.6.4 Victory Points 

After a force has been selected, Victory Points will be awarded to the opposing player based on 
the number and types of units selected. The more powerful the weapon selected, the more points 
are awarded to the enemy player. 


To preserve the "fog of war," the Victory Point total is not revealed to the enemy player. 
8.7 SET AMMO LEVELS (Advanced Game) 


In the Advanced game, the basic load quantity of ammunition carried by each weapon model's 
main weapon may be adjusted. The basic loads of secondary weapons cannot be changed. 


Because the actual ammunition quantities for each unit will be determined later after factoring in 
the force Supply Level, this option should not be used to reflect general shortages of ammunition. 
Those situations are better handled by setting the Supply Level to a low value - since that will 
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affect all ammo types for all weapons. However, if only certain types of ammunition are scarce 
(88mm APCBC rounds for example), then use this routine to make changes in the basic load 
amounts. 


To adjust basic loads, select YES from the ADJUST BASIC LOADS menu. The computer will 
automatically cycle through all of the different weapon models in the force. For each model, a 
display will pop up that gives the name of the weapon model at the top, with the various types of 
ammunition fired by the main weapon below. Next to the ammunition types (in parenthesis) are 
the basic load values. At the far right of the line (in blue type), are the new basic load values. 
Initially, the new values are the same as the normal basic load quantities. 


To change any of the basic load values, select the desired value on the far right. The editing 
cursor will appear and the value can be changed via the keyboard. Use the <BackSp> key to 
erase unwanted digits. The quantity may be set anywhere between O and 999. If 999 is selected, 
the unit will have unlimited amounts of that type of ammunition. 


Select DONE to save the new values and move on to the next weapon system. 

8.8 SET ENGINEER LEVELS (Advanced Game) 

In the ADVANCED game, the force's engineer levels may be adjusted from the default values. 
These levels are the number of "points" the force receives for placing (or clearing) Obstacles, 
Improved Positions, Mines, and Wire. The default values are determined from the force's 
composition and the engineering level. 


ааа Victory Points are added to the opposing player's total for 
ADJUST ENGINEERING POINTS: each engineering "point" - depending on the "point” type. 


Obstacle, Wire, and Personnel IP points add 1 VP each, Mine 
Engineering ОР” Added: ј points 3 VP, and Vehicle IP points 4 VP. 


Obstacle Points 12 
са UP Each) 


8.9 COMPUTER OPPONENT CHOICES 


Mine Points 

(3 UP Each) SS ; 
Setting up a computer controlled force follows the same 

Mire Points 33 general sequence of events as for a human controlled one, 


(1 UP Each) А „ с 

SE with a couple of differences. 
Uehicle IP's 39 
(4 UP Each) 


The first is that a human player must set the Aggressiveness 
Level of a computer player. This level is used to determine 
what units the computer will select, how it will set them up, 
and what general strategies it will follow. Aggressiveness 
must be set between O (low) and 100 (high). 


Personnel IP's 27 
(1 UP Each) 


DONE /RMB ј 


Once the Aggressiveness has been set, the human player determines if the computer player will 
pick weapon models randomly, or always take the best (for its 
nationality and the time period). This option is exactly the same as for 
the computer automatic picking routines of a human player's models. 


After the computer has finished selecting units, the human player is 


given an option to view the computer force, and make changes. To Д PICK RANDOMLY 
do this, select YES from the SHOW COMPUTER UNITS menu. Тһе ИГ рск COMMON | 


Force Selection Screen will be displayed, and the computer force сап 
be modified and units reassigned just as if it belonged to the human 
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player. When rearrangement of the computer force is complete, pick the SELECTION COMPLETE 
box to show the accumulated Victory Points and exit. If the computer force is not edited, the 
Victory Points awarded to the other player will not be revealed. 


8.10 UNIT SYMBOLS AND GAME NAME 
The following options are used for all new games, including Scenarios. 


8.10.1 Setting the Unit Symbol Types 

There are two types of unit symbols available with Panthers: 'NATO' and SILHOUETTE. The 
‘NATO’ set is the standard rectangular military symbols used by US and most other NATO forces. 
The SILHOUETTE symbols, on the other hand, are (for the most part) pictures of the various 
vehicles, guns, troops and other weapon types as seen in a side-on view. Panthers also allows 
users to create custom symbol sets through the separate Aide De Camp program, as described in 
APPENDIX B. 


To select the symbol type, pick either NATO or SILHOUETTE (or CUSTOM, if a custom set has 

been constructed and is available) from the SYMBOL TYPE MENU. Since the symbol set type is 
determined independently for each force, it is perfectly acceptable to have one force use NATO 
symbols and the other SILHOUETTES. However, it is not possible to mix symbol types within a 
force (except with a custom set). 


SILHOUETTE SYMBOLS 


LOADING IN UNIT SYMBOLS FOR: GERMAN ARMY 


Ше = : Ж > 
то/оғ2 SP ARTY/AG | RECON/CAU LT TNK/RCN 
= Dia -ж- Ba 

FLAME TNK CARGO ANTI-TANK ARTY стоиз 
ж ЕК 


‘ROCKET г ANTI-AIRFT INF/RIFLE HEAUY NPN PARATROOP 


A3 - 


ЕКІ RIFLE SKI HU MER MARINE INF AIRCRAFT 


NATO SYMBOLS 
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LOADING IN UNIT SYMBOLS FOR: GERMAN ARMY 


Шы reer E 


SKI RIFLE SKI HU HPN MARINE INF 


8.10.2 Setting the Game Name 

After the computer performs a series of map and situation evaluation calculations, the human 
player can change the name of the game. This saved game name is what will be displayed on the 
screen in the future when choosing a saved game to load. The game name can be up to 12 
characters long. 


Note that the game name is not the same thing as the file name - which is a two-letter code 
assigned automatically by the computer. Hit «ENTER» when finished entering the name. 


8.10.3 Orders Delay Adjustment 

Players may modify the execution delay values for either/both players by setting the delay override 
values. When this option used, the override becomes the number of turns all non- TF НО units take 
to execute orders - in all circumstances. Using an override value therefore eliminates the use of 
the chain of command routines - including considerations concerning a unit's distance from its НО. 


The TF HQ delay is not affected by the override - it remains zero. 


This option is provided in the interests of "getting to the action" 

quickly. The overrides are not historical, and may drastically affect the balance of play. Players 

are also cautioned that the initial VP's were determined before the overrides were set, based on 
the standard (historical) delays. These values are not 


recalculated when the override is set. 
LOU UU e анын ZITIEREN 


8.10.4 Free Set-up Option 
START LINE OPTIONS The "Free Set-up" option lets players dispense with 
: | { the normal start line placement restrictions. When а 
| NORMAL START LINES | force is allowed Free Set-up, that force's units, 

H Е detachments, IP's, wire, obstacles, and mines may 

i| PLAYER 1 FREE, PLAYER 2 NORMAL 4 ре placed ANYWHERE on the тар. 


PLAYER 2 FREE, PLAYER 1 NORMAL | 
| Free Set-up is not suggested for computer controlled 
BOTH FREE (NO START LINES) { forces. The placement Al routines have not been 
ТОЛО EE : devised to accommodate the increased flexibility. 
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——————————————————————————— 


Note also that by using Free Set-up, units from the opposing forces may inadvertently start the 
game in the same hex (because unit locations are NEVER disclosed to the other side before the 
start of the game). 


Barrages will not be fired against a force that used Free Set-up (since there is no start line hex 
column on which to begin the barrage fire). 


Either or both forces may be selected to use Free Set-up. 


SECTION 9: THE SETUP PHASE 


After the two forces have been selected, their respective units and field works are placed onto the 
map. In game situations in which one force is attacking and the other defending, the defender 
sets up first, followed by the attacker. In a meeting engagement, Player 1 always sets up first, 
followed by player 2. 


In an PBM/PBeM game, player £1 (red) always sets up and moves first, 
irrespective of the mission. 


9.1 VICTORY OBJECTIVES 


Sometimes, a human player may be given an option to influence the selection of the objectives for 
the attacking force. This option is available only when a HUMAN player is attacking (the 
defending player may be either human or computer controlled), and the battle is not a meeting 
engagement. 


When applicable, the objective selection menu will appear on the screen just after the "READY 
FOR SETUP" message. Normally, the first player to set up will select from this menu. However, in 
games against a computer defender, the human player always makes the selection. 


The option menu choices are: 


OBJECTIVE 


FAR MAP EDGE: The attacker must move 
completely across the map. 

FOR MOST SITUATIONS, PLAYERS 
COMPUTER ASSIGNS OBJECTIVE: The computer 1 SHOULD PICK OPTION #1 OR #2. 
picks 3 "possible" objective hexes, and then selects 


1 as the actual objective. ; FAR MAP EDGE (DEFAULT) 


ATTACKER SELECTS (ONE OF 3): The computer ! COMPUTER ASSIGNS OBJECTIVE 
chooses 3 "possible" : 
objectives, and the attacking (human) player picks 1 ATTACKER SELECTS (ONE OF 3) 
which of these is the actual objective. t 
CURRENT PLAYER PICKS A HEX 

CURRENT PLAYER PICKS A HEX: The current player — — 
(whether attacking or defending) chooses any hex 
on the map as the. actual objective of the attacking 
force. 
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Normally, players should select one of the first two options - to maintain play balance and the "fog 
of war." 


Once the map is displayed, to show the attacking forces Victory objective, hit the <O> key (with 
the flashing map cursor displayed). If the current player is the attacking player, the actual 
objective will be highlighted on the map (or a message stating the objective is the opposite map 
edge will be displayed). The defender, however, is not shown the actual objective. 


In cases where the computer picked 3 "possible" objectives (and one was selected by either the 
computer or attacker as the actual objective), these 3 hexes will be highlighted. But, no indication 
will be given on which is the actual objective. Or, in cases where the attacker picked a specific 
hex, the location is not shown. 


9.2 THE PLACEMENT MAP SCREEN 


Before each player commences initial placement, the placement map screen is drawn. 
Superimposed on the map are the start lines for each player. Hexes are said to be behind the start 
line if they are toward the friendly map edge, and in front of the start line if they are toward the 
enemy map edge. This distinction is important when placing units, detachments, and the various 
field works. As an example, for Force £1 hexes to the /eft of the start line are considered behind 
it, and those to the right are in front. 
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Place/Move Items Auto-P lace Gane Info Hel Objectives Done 


HEX #: 1316 
Li Clear 
Bldgs СЗ)» 
BARRI CADE 


The start line for Force #1 (red) is drawn in red. The start line for Force #2 (blue) is drawn in 
blue a distance of 300 to 800 meters to the right of the red start line. 


The lower portion of the screen is broken into several boxes, used to display information and 
control the map display. Hex information (terrain, elevation, smoke levels, etc.) is displayed in the 
two left-most boxes, unit information in the center box, and option settings are in the far right box. 


For the sake of convenience, in the BASIC and INTERMEDIATE games, the AUTO-PLACEMENT 
menu automatically pops up when the map is drawn. In the ADVANCED game, the normal 
PLACEMENT menu appears instead. 


9.2.1 Placement Command Line 
The placement Command Line is displayed at the top of the screen. It allows selection of the main 
set-up commands:  Place/Move Items; Auto-Place; Game Info; Help; Objectives; and Done. 


To select one of these options, highlight it with the mouse and click the LMB, or hit the underlined 
letter key. Additionally, when the (flashing) map cursor is displayed, some keys are "hot wired" to 
the mouse buttons for extra convenience: 

a.) Click the LMB to ZOOM in or out. 

b.) Click the CMB for LOS checks. 
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с.) Click on an unoccupied edge hex to scroll the map. 


9.2.2 Place/Move Items 


The Place command is used to manually place units, detachments, fortifications, obstacles, and 
other items on the map. The placement routines will be discussed in detail in the following 


sections. 


9.2.3 Auto-Placement 


This command is used to have the computer to place some or all of 

a player's force. The computer placement may be limited to auto-loading the force, placing units, 
placing mines/lanes, placing obstacles/lanes, placing IP's, placing PPD targets, or all these steps. 
Computer placement is limited by the same restrictions that apply for manual placement, as 


described below. 


Ра 


Tt E réi ігі witi mks affect 
EF -MOP mut or КНР ТИЛЕУ 

жир ура био» Adare sad paide оп the 
тан» wili not Бе afforted. 


Auto-LOAD (Most> Units 
Auto-place Offmap UNITS 


Auto-place Improved Positions 
Auto-place MINES “LANES 
Auto-place WIRE 


Auto-place OBSTACLES 
Auto-select PPD TARGETS 


; FRuto-place COMPLETE Force 


DONE /RMB 


The information displayed includes: 


sighting range. 


9.2.5 Help 


This brings up an interactive series of help 
The initial screen also shows a 


information screens. 
summary of the "hot-wired" options. 


The current 
turn; the respective force nationalities; the ground 
and atmosphere conditions; the temperature; the 
speed and direction the wind is blowing from; the 
time of day and light percent; and the maximum 
These values may not be changed. 
Hit any key or click a mouse button when finished. 


One note concerning computer loading: The 
computer will try to load every single passenger type 
unit in the force. As far as possible to achieve this it 
will try to load units from the same company 
together. But, in many cases units from different 
companies will end up mixed together to get the 
maximum number of units loaded. 


Detachments must always be placed by hand - the 
computer will never create or place them. 


9.2.4 Game Info 

This command brings up the current environmental 
conditions and other game information. It does not 
show force statistics or Victory Points. 


GAME INFO (TURN 


0 DF 90) 


FORCE 1: GERMAN FORCE 2: AMERICAN 


SREOUMD ` ATHESPH: 


TEMP ; И: сокри FRM 


1167; Мах SIGHTING: 


FOLIAGE X: FE DUST - 
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9.2.6 Objectives 
This option displays the attacker's objectives, insofar as it | ЕА 
(they) is (аге) known. i MOUING AROUND THE MAP 


9.27 D Zoon ВМВ or 'Z' key 
(2. опе 
: LOS Check CHB or 'L' Кеч 
Exits the set-up phase for the current player. In the Segoe үй: 
ADVANCED game, after Done is selected off-map units may ж en Ж ge 
be designated as normal or airdropped reinforcements. өлен Чар та пар воде 
111 Bedraw Мар [Redraw] or "И" 
9.3 MANUAL UNIT PLACEMENT jj Oetail Info ВМВ over unit 
When the Place/Move Items command is selected, units and HELP ТӨР. SECRETIONS 
other items in the force are assigned starting locations by the Placing Unies py Kna Пар 
owning player. Once they are on the map, units may be Moving Units on the Map 
freely moved, loaded, and unloaded (within the start line and Placing Detachments 
stacking restrictions). Most other. items, such as IP's, mines, : Placing Engineering Works 
wire, etc., cannot be moved or adjusted once placed (with {| Selecting PPD Arty Targets 
the exception of PPD targets). | Computer nuto-Placement 


The Autoload Setting 


Г DONE (RMB) - Exit Help 1 | 


Place Units Оп Мар + 


Move Units Already Placed 


The PLACEMENT MENU breaks down individually the various 
Е categories of items that may be placed оп Ше тар. 

Clear Lanes: 3 Left 1 Generally, players should follow the sequence of placement 
Left as listed on this menu from top to bottom. 


Create Detachnents-LP/OPs 


Place Mire: 


Place IP's: зи 


9.3.1 The UNIT ARRAY 
Whenever "Place Units On Map" is selected from the 
Place PPD arty: : PLACEMENT OPTIONS menu, the UNIT ARRAY box appears. 
Done/Return СВМВО | This box shows all of the force’s unplaced units, arranged 
| horizontally by company. The TF and BN НО units are at the 
top, followed by the line companies (A Co, B Co, etc), with 
the D/S units at the bottom. 


а 
i 
Clear Obstacles: а 
о 


nnn > > 
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SELECT A UNIT TO PLACE ON-MAP, "СОТО, ТО MOVE A UNIT ALREADY ON-MAP, ӨН DONE. 
да 


UNPLACED/OFFHMAOP UNE TS 


DONE /RMB MOVE UNITS 

HEX #: 725 ixPz VIE Tiger 
Li Clear Я ші Se От 

_EURBENTLY ОРЕМЯР 


At any time, to exit the placement routine and return to the тат PLACEMENT MENU select DONE 
from the bottom of the UNIT ARRAY window (or hit «F1» or the RMB). To move a unit that has 
already been placed on the map, select MOVE UNITS. 


9.3.2 Placing Units from the UNIT ARRAY 

All units start the game "off-map." However, units must be placed onto the map to use direct fire 
against enemy targets, or to add to the end of game Victory Points. In the ADVANCED game, 
units may be held off-map for several turns until they appear as reinforcements. Іп all other game 
levels, units can be placed onto the map only during the set-up phase. 


Some unit types, such as artillery and naval support, may remain off map for the entire game. 
These special units may use Indirect Fire against on-map targets from off-map locations. In fact, 
some types like strike aircraft and naval support units cannot be placed on-map at all. 


Once a unit has been placed onto the map, it can never be removed to an off map location. 
To place a unit onto the map, pick the unit from the UNIT ARRAY by moving the flashing cursor 


over the desired unit box and selecting it ( «ENTER» or LMB). The array window will disappear, 
and the flashing map cursor will appear. Move the map cursor to the desired placement hex, and 
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select it. The unit symbol will appear in the new location to verify that the placement occurred 
properly. Units may not be placed in front of the friendly start line. 


9.3.3 Moving Units 

To move units already on the map, select MOVE UNITS from the bottom of the UNIT ARRAY 
window. Move the map cursor to the location of the unit to be moved, and select it. If more than 
one unit occupies the hex, a complete list of the units in the hex will pop up - from which the 
specific unit is selected. Move the map cursor to the new starting location, and select it. The 
unit'S symbol will be moved to the new hex to confirm the change. 


9.3.4 Placement Restrictions | 
Units may never be placed into a hex in violation of the stacking limits. Any attempt to do this will 
result in an error message and then a return to the map cursor to pick another hex. 


Only certain types of units may be placed in casemates and pillboxes. Other units may be placed 
into a hex containing these fortifications, but will remain "outside" the emplacement. Only artillery 
and AT Guns may be placed into casemates, and only personnel, machine guns, and AT rifles may 
be placed into pillboxes. 


Casemates, pillboxes, and other IP's may be placed only on land hexes. Mines, wire, and other 
obstacles may be placed on land or in shallow water. 


Non-amphibious "land" units must be placed on land or in shallow water. Naval units may be 
placed only in deep water. 


9.3.5 Cancelling a Placement or Move 
To cancel a placement (and return to the UNIT ARRAY), select DONE or hit the «Esc» key. 


9.3.6 Set Facing Direction 

Once a unit has been placed onto the map, its facing is set. А window will automatically pop up 
showing a hexagon with the sides labeled "NE," "SE," "S," "SW, "NW, and "N" - corresponding to 
the cardinal directions of the map hex overlay. A default facing direction will be highlighted in red. 
To accept the default direction for the unit, hit the LMB or «ENTER». To change the facing 
direction, use the arrow keys or mouse to highlight the desired direction and hit the LMB or 

« ENTER». 


Because casemates and pillboxes have limited fields of vision, units placed | a ' 
into these fortifications will automatically have their facing set to that of Er 
the emplacement. 


Unit facings may be changed any time in the set-up phase. First exit all 
sub-menus so the Command Line is displayed. Move the flashing map 
cursor to the desired unit, and click the LMB (or hit <Enter>). From the 
pop-up UNIT ORDERS menu, pick "Change Unit FACING." 


9.3.7 Off-map Units ^ - 
Off-map units do not occupy any specific location or hex. Instead, they 

are assumed to be off the friendly edge of the map - somewhere in the "rear area" of the 
battlefield. 
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Off-map units can never move or use DF. However, off-map artillery units may use IF against on- 
map targets, and airstrike units make on-map strikes from off-map areas. Off-map units that use 
IF against an on-map target may be engaged by enemy Counter Battery fire. 


All units that are not placed on the map are automatically off-map by default. However, only air 
and IF-capable units (naval support, artillery, rocket, mortar) may remain off-map indefinitely. 
Other units that are not initially placed on the map or scheduled as reinforcements are eliminated 
instead. 


Off-map artillery and IF support are assumed to be placed 1000 meters behind the map edge. 
When firing IF onto the map, the range for off-map artillery units is calculated as the range from 
the center (top to bottom) edge hex on the friendly side of the map to the target hex, plus 1000 
meters. 


The unit facing direction does apply to off-map units. 
9.3.8 Priming Bridges (Advanced) 


In order for bridges to be blown during the game, they must first be primed. Because priming a 
bridge for demolition is an involved task, it cannot be done once the game is underway. 


To prime a bridge, a combat (not assault) engineer unit must 
be placed (or moved) onto one of the end hexes of the span. 1 BRIDGE DEMOLITION 
A squad sized unit (8-10 troops) is required to prime a bridge | 
over a stream, but at least two squads are required to prime ! ROAD BRIDGE TO SH и 
other bridge types. For all demolition considerations, no i Over the Stream 

differentiation is made between road and rail bridges - they 


are treated identically. HN I. du. ur т 

primed 0 bridges са far. 
Engineer units may prime multiple bridges. Although at some 
point the unit will become "exhausted," and unable to prime i 
additional spans. Bridges remain primed for the duration of i this 


the game (unless de-primed by the enemy), even if the 


engineer unit moves away. ; YES- Prine the bridge f 


Do you want to prine 


bridge for deno? 


МО- Do not prine 


A maximum of ten bridges may be primed by each force. 


9.3.9 Reinforcements (Advanced) 
At the end of the placement phase, units that remain off-map may be designated as 
reinforcements. There is no limit to the number of units that may be so designated. 


After the selecting the "EXIT PLACEMENT ... " option from the CONFIRMATION menu, the 
REINFORCEMENT OPTION menu will appear automatically. 


Reinforcements are of two types: Airdrops (covered in the next section), and normal. Normal 
ground reinforcements must enter the map at an edge hex. Airdropped units may enter at a DZ 
(Drop Zone) anywhere on the map. 


Normal reinforcements must be given an entry hex and entry turn number. The entry hex must be 
a map edge hex, although it may be on any edge - even behind the enemy's lines. The maximum 
entry turn number is set randomly between 1/2 and 2/3 of the game length. 
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When all of the desired units have been designated, select DONE or hit the RMB from the UNIT 
ARRAY menu to exit. 


9.3.10 Airdrops (Advanced) 

Airdrops are considered a special type of reinforcement. To use air delivery of any type, a force 
must have at least one parachute/airborne infantry or heavy weapons unit off-map at the 
conclusion of the set-up phase. 


However, once this requirement is met, the player may drop a variety of units - almost any type of 
gun, personnel, mortar, and/or even vehicular recon unit may be air-delivered. The big difference 
is that only personnel may be parachuted in. All other types must be brought in by glider. Of 
course, personnel may be brought in by glider as well. 


Whenever airdrop reinforcement is selected for use, the first step is to select the drop zones/ 
landing zones (DZ/LZ). A force normally gets to pick 4 or 5 LZ's, depending on the situation. LZ's 
should be placed in only in clear terrain, and there should be open hexes around the LZ as well. 
The higher the wind speed, the greater the area around the LZ that should be clear - especially 
toward the downwind direction. To help players with this selection, the wind direction (with an 
arrow) and speed are shown at the top of the screen. 


Once the LZ's are chosen, the units that will be airdropped are selected. For each unit, a LZ is 
selected as the entry hex along with a turn of entry. If the unit is a personnel type, the delivery 
method (glider vs. parachute) can also be selected. Other unit types automatically come in by 
glider. Because stacking restrictions do not strictly apply to airdropped units (and there will 
probably be a "spread" anyway), multiple units may be assigned to the same DZ for the same 
landing turn. 


Select DONE or hit the RMB from the UNIT ARRAY box when all of the units for airdrop have been 
selected. 


9.4 PLACING DETACHMENTS (Intermediate & Advanced) 


Detachments are small groups of personnel or vehicles "broken off" from a parent unit to operate 
on their own. Normally, detachments are used almost exclusively by the defending force, either as 
LP/OP's to detect an enemy advance or to distribute weapons across the entire front. 

Detachments are not used in the Basic game. 


Detachments may be given most orders as if they were normal units. However, detachments are 
considered "out" of the normal chain of command. Instead, they report directly to the TF HQ. For 
all cases, the delay to a detachment is twice the normal delay (back to the TF HQ), plus 3 turns. 


9.4.1 Forming Detachments 

To form a detachment, first select the parent unit. Any on-map, non-HQ unit that has a sufficient 
quantity of weapons remaining may act as the parent. Previously placed detachments may act 
also as the parent unit for other detachments. 


Once the parent unit has been chosen, the size of the detachment is decided. Personnel type. 
detachments may be of either a LP/OP (2-3 troops) or SQUAD (8-11 troops) size. Vehicle or gun 
detachments may be either a SINGLE WEAPON, or a SECTION of 2-3 weapons. |f the parent unit 
does not contain enough weapons to detach a SQUAD or SECTION, these sizes are shown in gray 
and may not be selected. 
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Once the size is set, select the placement location for the detachment. Unlike normal units, which 
must be placed behind the friendly start line, detachments may be placed up to 300 meters in front 
of the line. However, like normal units, detachments may never be placed in violation of the 
stacking limits. The unit facing is set for detachments using the same procedure as for normal 
units. 


To exit the detachment placement routine and return to the PLACEMENT MENU, hit «F1» or 
select DONE from the upper right corner. 


9.5 PLACING MINES/LANES 


Minefields are placed by the defending player to slow or prevent enemy movement through 
selected hexes. Lanes, on the other hand, are paths through actual or suspected enemy minefields 
that can be (relatively) safely traversed by friendly forces. 


9.5.1 Laying Mines 

Select the desired hex for the minefield' with the map cursor. As with IP placement, a pop-up 
menu will appear to set the mine level from O to 3. The quantity of mine points remaining is 
displayed at the top. To exit the phase before all mine points have been exhausted, select DONE 
or hit «F1». 


9.5.2 Clearing lanes 

Unlike minefields, lanes have only one level. During this phase, a running total of the remaining 
quantity of hexes that may be cleared is shown at the top of the screen. To clear a lane, just 
select the desired hex with the map cursor. Lanes may be placed in any hex within 400 meters in 
front of the friendly start line - whether or not an enemy minefield has been identified in the hex. 
Lanes placed in hexes that do not contain an enemy minefield are treated the same as lanes 
through actual mines. Also, some enemy minefields are revealed, but not all. 


To exit before the lane points have been exhausted, hit «F1» or DONE. 

9.6 PLACING WIRE OBSTACLES 

Wire obstacles (concertina and other barbed wire constructions) reduce the speed of units trying to 
move through them - especially personnel or wheeled units. Wire may also disable vehicles, both 


tracked and wheeled. 


Like mines, up to 3 wire points may be placed in a hex, using the same procedure as that used for 
mines (see above). Wire may be placed up to 600 meters in front of the friendly start line. 


9.7 PLACING IP's 


IP "points" are determined from the force composition, size, and Engineer level. In the 
ADVANCED game, during the Initial Force selection phase these levels may be modified. 


IP points are of two types: Vehicle and Personnel. Vehicle IP's afford protection only for vehicles 
and guns, while Personnel IP's protect mortars and troops. The maximum IP level per hex is 3 
Vehicle plus 3 Personnel. 


IP placement is exited automatically when the IP points are exhausted. To exit IP placement with 
points remaining, select DONE or hit «F1». 
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9.7.1 Placing Casemates/Pillboxes 

Casemates and pillboxes are specialized positions, which "cost" 5 and 4 Vehicle IP points, 
respectively. Casemates may hold only artillery pieces and A-T guns, while pillboxes can 
accommodate only personnel, machine guns, and anti-tank rifles. Unlike normal IP's, casemates 
and pillboxes have a limited field of vision - which is reflected by giving them a facing (just like 
units). Once the facing for these positions is set, it may never be changed. 


9.7.2 IP Placement Restrictions 

IP's can be placed only behind the friendly start line. Select the location for the IP with the map 
cursor as for unit placement. If the force has vehicle IP's remaining, a window will pop up in the 
middle of the screen prompting to place between O and 3 points (plus pillboxes and/or casemates). 
The total number of points remaining is shown at the top. If less than 5 points remain, then some 
choices on the pop-up menu may be blacked out. The same procedure is next used for any 
remaining personnel IP points. 


9.8 PLACING/CLEARING OBSTACLES 

Like mines, the defending force places obstacles, while the attacker may attempt to clear them. 
Obstacles are placed exactly like IP's. Abatis cost 1 point, Barricades 2 points, Tetrahedrons 3 
points, and Dragon's Teeth 4 points. 


SELECT OBSTACLE ТҮРЕ ТО PLACE 


Obstacle placement is exited automatically when the 
ар quss are exhausted. To SE EE в be dawed dr "eet, 
мает with points remaining, select ver a POINTS REMAINING: 16 | 


Abatis 1 point each 1 


Barricade а points each 


Once placed, obstacles can not 


9.8.1 Obstacle Placement Restrictions 

Abatis may be placed only in Woods or Light Woods 
hexes. Obstacles may not be placed in deep water 
hexes. 


Tetrahedron 3 points each 


Dragon's Teeth 4 points each 


9.9 SELECTING PPD ARTILLERY TARGETS 


Done 


PPD targets are used to call for accurate artillery fire 

very quickly. The number of PPD targets allocated to 

a force depends on the number of IF-capable units in the force, and the force morale. If no PPD 
targets have been allocated for a force, this phase is skipped automatically. 


PPD targets are placed exactly like lanes, one per hex. The total PPD targets remaining are shown 
at the top. To un-select a hex as a target, just select it again. PPD targets may be placed 
ANYWHERE on the map. 

9.10 LOADING/UNLOADING UNITS 


Units may be loaded/unloaded with units (of the appropriate type) located in their hex. All loading 
restrictions and limits are enforced normally during the set-up phase. 
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9.10.1 Loading Units Already On the Map 

To load units in the same hex already on the map, exit all sub-menus until the Command Line is 
displayed. Move the flashing map cursor to the desired hex location and click the LMB or hit 
«Enter». 


Since more than one unit will be in the hex, select either the desired passenger or carrier from the 
UNITS IN HEX menu. 


LEE COUPS Си. ss s COMI SD 


SETUP ORDERS + 


From the pop-up UNIT ORDERS menu, select "LOAD/Unload Unit." If 
there is only one possible loading or unloading combination possible, 
the action will take place automatically. For example, if a single truck 
and one infantry unit are in the hex, and you pick the truck unit - the 
infantry unit will be loaded without any further prompting. Or, if the 
infantry unit is loaded on the truck - it will be automatically unloaded. 


LOGD/Unload Unit 
Change Unit FACING 


: DONE (RMB) 


If multiple units (and loading/unloading combinations) are in the hex, further menus allow for 
specific unit and loading/unloading orders to be issued. When picking a carrier or passenger unit in 
these situations, the free space and carrying costs for each unit will be displayed on the UNITS IN 
HEX box and at the bottom of the screen. This allows players to check capacities to see they are 
not violated. 


UNITS IN THIS 


ВО SxInfantry 5 PERS 
йа 26xInfantry 26 PERS 


64 PERZHL 
4 IUMED 
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9.10.2 Loaded Carrier Unit Options 

Whenever a carrier unit (with at least one unit loaded as a passenger) is selected for the 
LOAD/Unload command, a special option box will be displayed. At the top of the box, the 
passenger unit(s) will be displayed. Underneath this list are 4 options: UNLOAD ALL 
PASSENGERS; UNLOAD A SINGLE PASSENGER UNIT; LOAD ANOTHER UNIT; and EXIT 
LOADING/UNLOADING ROUTINE. 


The first option, "UNLOAD АШ..." immediately - 
unloads all passenger units from the carrier. И THE CARRIER UNIT I$ CURRENTLY LOADED | 
The second, "UNLOAD A SINGLE..." allows the — ' ———M 
player to specify which unit to unload from the | CURRENT PASSENGERS ` 


carrier. If this option is picked and only one unit is 
loaded on the carrier, it is unloaded automatically. 


Sxinfantru 


"LOAD ANOTHER..." brings up the UNITS IN HEX : UNLOAD ALL PASSENGERS 


box, from which another passenger unit may be i 
selected. UNLOAD A SINGLE PASSENGER UNIT 

| UNIT 
"EXIT..." returns to the map cursor mode. EN 


EXIT LOADING/UNLOADING ROUTINE 


9.10.3 Auto-Load Feature 

For the sake of convenience, an Auto-Load option 
switch is available in the placement phase. The 
switch is invoked anytime a unit is placed into a hex containing at least one other unit, in which 
either the unit being placed could be loaded on one already there, or one (or more) of the units 
already on the map could be loaded on the one being placed. 


In these cases, if the Auto-Load switch is "ON," the 
units will be loaded by the computer without further 


prompting. AUTO-LOAD OPTIONS 
If the switch is "OFF," the AUTO-LOAD OPTIONS ја | 
menu will appear. It offers three choices: "Auto- 1 Do you want to Auto-Load this Unit 
Load only THIS unit"; Set Auto-Load ON for ALL | : Кенан 4 
units; or "Do NOT Auto-Load this unit." Ton or with other units in the hex? 


The first option "..THIS unit," will load the unit being  : fiuto-Load only THIS unit | 


placed (either as а passenger or carrier), but will | 
leave the Auto-Place switch "OFF." Set Auto-Load ON for ALL units 


The second option ".. ALL units," loads the unit 
being placed (again as a passenger or carrier) and 
turns the Auto-Place switch "ON." From that point 
on, all units will be automatically loaded as they are 
placed (or moved) on the map. 


Do NOT Auto-Load this unit 


The last option, "Do NOT Auto-Load..." places the unit on the map normally. 


The current Auto-Place switch setting is shown in the box at the bottom right of the screen. The 
Auto-Place switch may be toggled ON/OFF manually by clicking on this box, or by hitting the <L> 
key. 


—————————————————————————————— 


Part | - 42 


Panthers in the Shadows 


9.11 DISCLOSURE OF FIELD WORKS 


Once the first player has completed setting up, the locations of some of that player's field works 
are revealed to the second player. In general, the farther behind the start line the works are, the 
less likely that they will be revealed. The first player never knows which specific works have been 
discovered by the other player. 


9.12 CONCLUSION OF SET-UP 


In a two player game, at the conclusion of the first force's set-up phase a pause allows the second 
player to get in front of the computer. The second player then follows all of the steps just 
completed by the first player. Or, for PBM/PBeM, the execution will stop and return the first player 
to DOS - to send the file to the second player. 


At this time, the game name can be changed. 
SECTION 10: GAME TURN ORDERS PHASE 


The GAME TURN phase is where the game is "played." During this phase, players issue orders for 
targeting, movement, and other unit functions to their force. Time is essentially frozen - in that 
players may take as long as they like to issue their orders. 


At the end of the orders phase in games with two human players, a special game save option is 
offered. Normally this option should be used for PBM/PBeM games only. Otherwise, the file is 
probably useless (since the second player can take his turn immediately) and will just needlessly 
clutter your directory. 


10.1 COMBAT REPLAY 

For all but the very first game turn, the preceding turn's combat results (airstrikes, artillery, and 
DF) can be viewed. The combat replay shows all of the same information and results displayed 
during the original combat sequence, in the same order. The only exception is that summaries are 
shown for DF results more than 5 rounds - even if the detail level is set at 4. 

To view the replay, select YES from the SHOW REPLAY menu, followed by the desired zoom level 
(1 or 2) at which to view the replay. Airstrikes and artillery attack replays are always at zoom 1. 
At the conclusion of the replay, the combat may be viewed again any number of times. To exit 
the replay and continue with the Orders phase, select NO from the SHOW REPLAY AGAIN menu. 


10.1.1 Replay Control Keys 
While viewing the Combat Replay, players may pause or quit at any time. 


To Pause, click the CMB or hit the «P» key. 
To Quit, click the RMB or hit the «Q» key. 
10.2 THE MAP SCREEN 


The map screen for the Orders phase is virtually the same as that for the Initial Set-up phase, 
except that a new command line is displayed at the top. 
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LOS Check Gane Options Ze Objectives | Done | 


28 
HEX #: 7301 
L3 Clear 


10.3 COMMAND LINE OPTIONS 
There are six primary commands in the Orders phase: 


Staff - Brings up the CONSULT STAFF menu from which you may be "briefed" by your 
individual staff officers. 


LOS Check - Function used to determine if a LOS can be established between two hexes. 
Game Options - Used to change the various game play settings. 

Zoom - Zoom in and out on the map. 

Help - Brings up the interactive help screens. 

Objectives - Shows the attacker's objectives, as far as they are known. 


Done - Exit the Orders Phase and move on to the second player's Orders Phase or the 
Combat Phase. 


To select a command line option, either highlight the command name with the mouse or arrow 
keys and hit the LMB or <ЕМТЕН >, or type in the first letter of the command. The «Tab» key 
can be used to cycle menu choices if the mouse is not used. 
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The Zoom, Help, and Objectives commands were described in the Set-up Phase section. They 
work the same in the Game Turn Phase as they did previously, so will not be discussed again. 


10.4 THE STAFF OFFICERS 


The staff system in Panthers is that used by the US Army (which was modelled closely after the 
German one). Each staff officer is responsible for maintaining specific information about particular 
areas (areas of expertise) of the friendly or enemy force. The staff officers also provide an easy 
way to give commands to units for functions in their appropriate areas. 


The staff menu system further provides a "checklist" of 
things players may want to look at during each turn. Once a 
staff officer has been "consulted," a red check mark will 
appear to the left of that officer's designation on the 
CONSULT STAFF menu. 


1 INTELIGENCE 
For historical interest, the German staff designations are used OPS /HOUEMENT 
for the US ones for German forces. However, the function of |: SUPPLY 
each staff officer remains the same. TARGET ING 
10.4.1 General Characteristics - Staff Officer Pages | сиир ИЕЫ 
All of the staff officer pages share a number of general FIHE SUPPORT 
characteristics. In particular, each staff officer page has AIR LIASON 


special options located in the upper right and mission or unit ENGINEER 
boxes in the center. Legends are also usually displayed at the 
bottom and sometimes at the upper right. 


Players can click on any of the options or unit/mission boxes. 

The results of the options are described in the individual descriptions for each staff section. 
Clicking on a unit box brings up the map, with the unit highlighted. Additionally, if the unit is 
friendly, the ORDERS MENU will be conveniently displayed. 


Clicking on a mission box will normally bring up the map with the mission’s target or location 
highlighted. Sometimes additional mission information is also displayed. 


Most staff pages color-code units to highlight their current status. Normally red is used for units in 
critical circumstances (for example very low on ammunition), blue for those that are almost critical, 
and black for more or less normal conditions. However, each staff is slightly different, so players 
should check the color-coding legend at the bottom right of the page. 


Selecting the DONE option (or hitting the RMB or <f1> key) returns to the main CONSULT STAFF 
menu 


10.4.2 Highlighting Units On the Map 

Most staff officer pages include an option to highlight units color coded in a certain way on the 
map. This provides a very easy way to identify critical units in your force and give them 
appropriate orders. 


For example, the S-1 page has an option to highlight all red units on the map. Since red units are 
those low in strength, by highlighting them on the map, you can quickly identify them and get 
them under cover or out of harm’s way. 
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Most of the standard map commands work normally when the units are highlighted - scroll, LOS 
check, zoom, orders, etc. The sole exception is "Done," which is "grayed out" in the Command 
Line. 


To exit the highlighted map and return to the Staff page, click on the "Staff" Command Line pick, 
"Return to Staff" in the lower right of the screen, or hit the «S» key. 


Because the "HIGHLIGHT UNITS ON MAP" option works the same for all staff sections, it will not 
be discussed further in the following individual staff page descriptions. 


10.4.3 The S-1 Officer (Personnel) 
The S-1 officer is responsible for all matters relating to unit troop and weapon strength levels. 


S1/PERSONMEL OFFICEB:- PICK A UNIT TO ‘GOTO’ OR AN OPTION. ҒІ/ВМВ TO EXIT. 


5-2 OPTIONS 


HIGHLIGHT HED UNITS ОМ МАР 
CHANGE à UNIT'S WEAPON 
CHANGE а UNIT'S QUANTITY 
LAST TURN STATS /SUMMARY 


DONE (F1/RMB> 


Infant 


25735 
Infant 


i PERS 
Lacar ШШ + Mot 2 Broken pen 
Brokar GEF 


On the S-1 page, the following information is provided for each unit: Current unit strength/original 
unit strength; Primary weapon system name; and General unit type. The original unit strength 
does not consider any detachments that were placed from the unit, but the current strength 
obviously will. 


The S-1 options are mostly self-explanatory. By selecting either option 2 or 3, friendly unit 
strengths or weapons may be modified. There are no limits to these changes, which are handled 
exactly as described for the initial force selection. Further, no change is made to the friendly or 
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enemy VP levels. However, in two player games the other player will see these changes in the 
combat REPLAY. 


The fourth option, "LAST TURN STATS/SUMMARY" brings up a listing of losses taken last turn. 
This is followed by summaries of units that were destroyed, broke, surrendered, or recovered. An 
indication is also made of how many units suffered mechanical breakdown. 


10.4.4 The S-2 Officer (Intelligence) 
The S-2 Officer is responsible for keeping tabs on the enemy force, as well as the weather and 


other environmental conditions. 


S2/INTEL OFFICER: OR AN OPTION. Fi/RMB TO EXIT. 


5-2 OF TIONS 
HIGHLIGHT BLACK UNITS ON MAP 
TOTAL OF ENEMY LOSSES 
ESTIMATE OF ENEMY INTENTIONS 
SHOW GAME INFO/WEATHER 
DONE <(F1/RMB) 


Sighted E _ 
2 a а 2 а T X a = s 

T-3477 T-34/7|T1-34/7|T1-34/7 T-3477 [T -3477 |T-34/7 Za E т -3477 |T -3477 

JAK „Тенк танк танк танк TANK тенк NK | танк JEE. E 


3 “3 
т= 34/7 т -3477 T -4477 T-3477 T-3477 j Bex 34/7 us зә [76nn ат- 34/7 
TANK ` a, к SH | TANK | 


| TANK | танк | танк 


TANK 1- танк 


BLACK: Enemy kerit Es faroaeted Во Егати Ем Dnitis» 
BLUE: Enemy Unit Is NOT Targeted Бо Aree Friendlu 
RED: Enemy МОТ Foargetenmn, But FIRE ak Ке канае Бър 


On the S-2 page, the following information is provided for each sighted enemy unit: Sighted 
quantity; Weapon name; and Weapon type. The enemy units are arranged in a general order 
from north to south (on the map). 


Unlike the other staff officers, only those enemy units currently sighted by the friendly force are 
shown on the S-2 page. However, clicking on one of these units brings up the map and highlights 
the units as with the other staff sections. 


The S-2 offers several unique options. The first, "TOTAL OF ENEMY LOSSES" brings up a 
summary of enemy losses (since the start of the battle) as reported by friendly units. However, 


Part | - 47 


Panthers in the Shadows 


keep in mind that these reports are usually not perfect. More often than not, units tend to over- 
report their kills, and the statistics will reflect this. Of course, in bad conditions and/or heavy 
terrain the opposite is usually true, and the losses are understated. 


The "ESTIMATE OF ENEMY INTENTIONS" option brings up your S-2's "best guess" about what 
the enemy is up to. How accurate this information is depends on how much of the enemy force 
you can see, your training level, and some other factors. This screen contains a lot of information, 
and it may take some practice to get used to what the raw statistics really mean (as it does in real 
life!) regarding the effect of the numbers on your current tactics and plans. 


ENEMY FORCE ESTIMATES 


ESTIMATED ENEMY FORCE SIZE: Task Force 
REPORT CONFIDENCE LEVEL: 19% 


The enemy's heaviest and main attack will be in the TOP Area. 


CURRENT ENEMY SITUATION BY SECTOR 


мах HPH RANGE : EMERY F 
STANDOFF? | МЕРЕ б 


„почеток | TOTAL mmm 


FRIENDLY | 1:1.5 1:1.4 
FRIENDLY : 1.2:1 99:1 
ENEMY і ^ 2:1 99:1 


| 

| 

| | 

жи КК 1.4241 


НЕР: High ЕМЕНУ Value BLUE: High FRIENDLY Value. BLACK: NEUTRAL. 
^9S9' atio value indiecsutaes а Sido Mas по unite of trat tepsi 


The key to understanding this information is looking at it in sectors. For this purpose, the map is 
broken down into three equal sectors horizontally. The first line is drawn 1/3 of the way down 
from the top, and the other line is drawn 1/3 of the way up from the bottom. This results in the 
three sectors: the TOP, CENTER, and BOTTOM. Each sector extends completely across the map 
(left to right), but is only 1/3 of the map height. 


The first set of numbers in the chart give the ENEMY DISTRIBUTION by sector. This set shows 
where the enemy is putting his main effort, or conversely if his units seem to be spread out evenly. 
The distribution is also broken down by armored and non-armored (soft) weapon types, so that the 
more critical tank concentrations will quickly stand out from infantry. Note that for the ARMORED 
and SOFT columns the values are percentages of the total units of the appropriate type only. So, 
they give a distribution of the enemy’s armored force AND of his soft forces. They do not indicate 
how much of the enemy force is armored vs. how much is soft. 


The next column is the STANDOFF ADVANTAGE. This is simply an indication of which side has 
the weapon with the longest maximum range (in each sector). This information is extremely 
important in determining the appropriate tactics for each force. 


The final section breaks out the force ratios for each sector. The enemy strength is first, followed 
by the friendly. If the first number is smaller than the second, friendly forces have the advantage. 
Otherwise, the enemy does. The ratios are also broken down by armored and soft weapons 
systems. A value of "99" means that the other force has no (known) units of that type in the 
sector, i.e. 1:99 means that there are no sighted enemy units in that sector. 
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When determining these values, all units of the same type are treated equally. So for example, a 
Pz l is counted as one tank, as is a King Tiger - even though the King Tiger is far more powerful. 


The final S-2 option is to show the GAME INFO/WEATHER display. 


10.4.5 The S-3 Officer (Operations) 
The S-3 officer is responsible for implementing the commander's movement scheme. 


| sazos си (MOVEMENT 3 OFFICER: PICK A UNIT TO "GOTO' ОВ AN OPTION. ҒІ/ВМБ TO EXIT. 


ву; Üconmarude Left in Current Path ~ > т 
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4 3 
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DONE <F1/RME> 
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ко II 
i405» | 
Infant 

ca» 


Infant Infant Infant)! Entant Heavy 
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On the 5-3 page, the following information is provided for each unit: Unit strength; Weapon 
name; and Number of Movement Commands remaining in its current path. For example, a unit 
that is not moving and has no orders will have a value of (0) commands left. 


The S-3 options are designed to allow players to see where their units are going to eventually end. 
The second option, "SHOW ALL MOVEMENT PATHS..." shows the individual hexes each unit 
will traverse. This option cycles through all of the player's units, one at a time, highlighting the 
current unit'S movement path. 


The "SHOW UNITS AT FINAL OBJECTIVE" pick actually moves the unit symbols on the map to 
show where each unit will be at the end of its movement path. This command should be given 
with the map display at Zoom 1 or 2, since the map will not scroll as the symbols are moved. 
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10.4.6 The S-4 Officer (Supply) 
The S-4 officer is responsible for all facets of ammunition supply. 


S4/SUPPLY OFFICER: PECK Ah. UNIT то GOTO” OR RN OPTION, ` F1/HHB ТО EXIT. 
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The following information is provided for units on the S-4 page: Unit strength; Weapon name; 
and Rounds per weapon remaining for the main weapon. In calculating the rounds per weapon 
remaining, all available ammunition types are added. So, for example, if a unit of 2 guns has 35 
HE rounds and 25 smoke rounds left, the amount shown will be (30). A value of (999) indicates 
the weapon has unlimited ammunition. 


The 5-4 option "CHANGE .. AMMO QTY" allows players to adjust the on-hand ammunition 
quantity of any unit. In effect, this allows units to be "resupplied" any time. No additional VP's 
are assessed for adjusting ammo levels. However, in two player games, the opposing commander 
will receive a notice of the adjustment in the combat REPLAY. 


10.4.7 The X/O (Targeting) 

The Executive Officer is also known as the Deputy or Assistant Commander. In the event the 
Commander is killed or incapacitated, the X/O assumes command. In Panthers, the X/O is 
responsible for application of force's power through the targeting assignments. 
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Оп the Х/О page, the following information is provided for each unit: Unit strength; Weapon 
name; and Current Target Default setting. The default setting is not necessarily critical, since it is 
used to select targets in the absence of concrete targeting instructions from the owing player. 
However, in many cases players will not be able to issue specific targets for all of their units, so 
it'S a good idea to keep the defaults set appropriately. 


The X/O page has no unique options. 


10.4.8 The COM Officer (Communications) 

The COM (or Commo) officer is responsible for insuring adequate communications exist between 
the commander and subordinate units. As such, in Panthers the COM officer page is related 
directly to the chain of command procedures. 
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The COM page shows the following information for each unit: The Unit strength; Weapon name; 
and current Orders Delay time. 


The COM option, "HIGHLIGHT A COMPANY ... "is used to check company groupings. This is 
important because if a company is dispersed, it will take much longer to issue orders than if it is 
compact. After selecting this option, select a company unit from the display and that company 
will be highlighted on the map. 


The option "CHANGE...DELAY" is used to change the orders DELAY OVERRIDE (for the entire 
force) once the game in progress. It can also be used to remove a DELAY OVERRIDE, and set the 
routine back to normal. Modifications made to the delay in a two-player game will be shown to the 
opposing player in the combat REPLAY. 


10.4.9 The FSO/Fire Support Officer (Artillery) 
The FSO handles the scheduling and prioritization of indirect fire, and acts as the liaison with the 
FDC. From the FSO page, IF missions may be called, cancelled, or examined. 
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SELECT A UNIT 10 0070 UN THE MAP; BB ӘН OPTION, ESCZHMH ТО EXIT. 


FSG OPTIONS 
SHOW ALL MISSIONS IN THE QUEUE 


FDC QUEUE SUMMARY 
Missions in Queue: CALL FOR MISSION BY TF HQ 


Now Firing: DONE <F 1/RHB> 


QUEUE 


FRIENDLY IF MISSIONS WERE FIRED NORMALLY LAST TURN. 


The FSO page shows а list of all Indirect Fire (IF) Capable units in the force. IF-capable units 
include artillery, rockets, mortars, and off-shore naval support. A maximum of 20 units can be 
shown on this display (in company order starting with A Co). 


For each unit, the following information is provided: Unit ID; Unit strength; Weapon name; 
Status; Range limits (minimum and maximum); Location; Ammo remaining; and number of 
missions the unit currently has in the FDC Queue (scheduled to fire). Units with at least one 
scheduled mission are shown in blue. Units with no missions in the FDC Queue (but could be 
assigned a mission) are in black. Units that are in a situation which prevents them from firing are 
highlighted in red. 


The unit status is indicated as follows: 
Firing Spot - The unit is scheduled to fire a spotting round in the upcoming combat phase. 
Firing FFE - The unit is scheduled to fire FFE in the upcoming combat phase. 
Delay = п - The unit has at least one mission in the Queue, the first of which is scheduled 
to begin in "n" turns. 
Available - The unit has no missions in the Queue, but is otherwise available to be 
assigned and fire IF. 
Moving - The unit is moving (unable to fire). 
Loaded - The unit is a passenger (unable to fire). 
Broken - The unit is broken (unable to fire). 
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Loading - The unit is loading/unloading (unable to fire). 


All IF mission targets must fall into the acceptable weapon range of the firing unit. Note that 
unlike Direct Fire (DF), most IF units have a minimum range. Targets closer than this may not be 
engaged with IF. For purposes of range determination, off-map IF units are always located in a 
general area approximately 1000 meters off the friendly map-edge. 


The Ammo entry shows rounds for the main gun (which is the only one that can use IF). The first 
available ammo type is shown by name, normally in the following order: HE, Smoke, Illumination, 
and Incendiary. However, the ammo quantity is calculated as a total for all types of the main gun. 
If a " -" sign follows the quantity, it means that additional ammunition types are available other 
than the one shown. 


A summary of the FDC queue is displayed at the top right of the screen. It summarizes the total 
number of missions in the FDC queue, and the number of those scheduled to be fired in the 
upcoming combat phase. At the bottom of the page, an indication is made about whether IF 
missions had to check-fire last turn due to friendly airstrikes. 


HIT ІСІ/НМВ TO CANCEL THIS FIRE MISSION, OR ANY OTHER KEY/CLICK TO CYCLE... 


| MISSION: 2 FIRING FFE J3 105 Howitze 
| UNSPOTTED TARGET: HEX AcCY= 75 
| аммо: HE FFE LEFT: 


To inspect each mission in the FDC queue, select "SHOW ALL MISSIONS..." from the FSO options 
menu. This routine cycles through the FDC entire queue in the order in which the missions were 
called. A profile of each mission will be displayed at the bottom of the screen, and the mission 
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target highlighted on the map. When this information is presented, missions may be cancelled. 
Upon cancellation, missions are immediately removed from the FDC queue. 


Once in the FDC queue, IF missions may never be adjusted (other than being cancelled and called 
in again). 


The artillery mission Queue boxes are discussed in the Section entitled QUEUE INFO, later in the 
manual. 


The "CALL FOR MISSION . . . " option allows players to conveniently bring in fire support using 
the TF НО as the calling unit. The reason for using the TF НО as the calling unit is that it usually 
incurs the minimum delay. However, from the ARTILLERY menu players may change any or all of 
the mission parameters - including the calling unit. 


10.4.10 The AIR Officer (Air Liaison Officer) 
The AIR officer acts as the liaison with the air forces. From the AIR page, airstrike missions may 
be called, cancelled, or examined. ^ 

THE MAP, SE a SE НЕ, 


ата ПРЕ 
SHOW ALL MISSIONS IN THE QUEUE 
CALL FOR AN AIRSTRIKE 
DONE <F1i/RMB> 


SELECT а UNIT то бото он 


The AIR page shows a list of all aircraft units assigned to the force. А maximum of 20 units can 
be shown on this display (in company order starting with A Co). For each unit the following 
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information is provided: Unit ID; Unit Strength; Aircraft name; Attack type; Status; and 
Ammunition remaining (for all weapons). 


There are three attack types: Recon; Level Bomber; and Dive Bomber. Recon air units are 
always placed on-map, and can never conduct ground attacks. Between the level and dive bomber 
types, there are differences in the method and accuracy used to conduct ground strikes. In 
general, the dive bombers will be more accurate (and cause greater morale loss), but are 
somewhat more vulnerable to ground fire and crashing into the ground. 


The status of an air unit can be: 
On-Map - Recon types only. 
Attacking - The unit is scheduled to conduct a ground strike in the upcoming combat 
phase. 
Stand-By - The unit is available to conduct a strike, and is circling in a holding area off- 
map. 
En Route - The unit has been assigned a strike mission and is on its way to the battlefield 
from the holding area. 


At the bottom of the screen, an estimate of the weather effects is given. Air missions are very 
sensitive to atmospheric and light conditions. And, even in the best of circumstances missions 
may not occur as planned (the pilot can't find the target, or is a little off course, etc., etc.). So, be 
prepared for some deviance from the scheduled "plan" of attack. 


HIT ANY KEY / CLICK TO SHOW NEXT AIRSTRIKE 


AIRSTRIKE INFO 
AIR UNIT: JO За 8701/37 DELAY: 3 
PRIMARY TARGETS: ALL NORTH то SOUTH 
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As with the FSO page, the AIR officer page provides and option to check all strikes currently 
scheduled in the queue. However, once a strike has been called it can never be changed or 
cancelled. Please see the section entitled QUEUE INFO for more information. 


10.4.11 The ENG Officer (Engineering) 
The Engineering officer is responsible for the creation and clearance of obstacles, mines and 
fortifications. This officer also handles the priming and demolition of bridges. 


SELECT A UNIT TO GOTO BN THE МӨР, ӨН AN OPTION. ESC/RMB TO EXIT. 


ENG OPTIONS 
| DONE <(f 1/RMB> | 


PRIMED BRIDGE DEMOLITION SUMMARY 


ENGINEERING TYPE UNITS 
UNMET MISSION STATUS 


The Engineering page contains two parts. At the top is the PRIMED BRIDGE summary. This graph 
provides information about bridges that began the game primed (bridges cannot be primed "from 
scratch" once the game begins). The following information is provided for each bridge: Location 
(Hex number); Type; Status; and which (if any) combat engineer Unit is standing by at the 
bridge. 


Bridge status is indicated as: 
Ready! - The bridge is primed, and a combat engineer unit is on site. 
Will Try to Demo This Turn - Orders have been issued to attempt to demolish the bridge 
in the upcoming combat phase. 
No Engineer Unit at Bridge - The bridge is primed, but cannot be blown until a combat 
engineer unit moves on-site. 
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Repriming п% Complete - The initial bridge demo attempt failed, and the engineer unit is 
attempting to re-prime the bridge for another demo attempt. The approximate progress on 
this task is shown by "n." 

Blown - The bridge has been demolished. 


To attempt to blow a bridge, highlight the desired bridge for demolition on this display and click the 
LMB. If the bridge is primed and a combat engineer unit is on-site, a pop-up menu will appear with 
the selection to attempt demolition. Note that demolition attempts take place in the next Activity 
Phase, and are not always successful. 


Beneath the BRIDGE SUMMARY is the ENGINEERING TYPE UNITS box. This graph shows all of 
the engineering type units in the force. These units include not only the combat engineers, but 
also flail, dozer, and plow vehicles. 


The ENGINEERING TYPE UNITS box provides the following information: Unit ID; Unit strength; 
Weapon type; Engineering type; and current Status. Most Status lines are self-explanatory, and 
will state that the unit is clearing an obstacle, moving to an obstacle, waiting at a bridge, or has no 
mission. However, the special status "SPEED 100%" indicates that the units will not stop to clear 
obstacles in its path, but will instead try to move through them. 


10.5 LOS CHECK 


The LOS CHECK routine is used to determine the status of a LOS between two hexes (or in the 
AREA option, between one hex and a number of hexes around it). The LOS routines cannot be 
used to check if one unit can spot another unit. 


After selecting this command, the type of LOS to be checked is picked - either POINT TO POINT or 
AREA. 


10.5.1 Point to Point 

In this type of LOS check, the LOS will be determined between two distinct hexes. The spotting 
hex is first picked using the standard map cursor routine. DONE or «F1» will abort the 
command. Otherwise, an "S" marker will be placed into the spotting hex to visually identify it. 
The target hex is selected in the same way. A "T" is placed to mark it. 


cC-————— EE 
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HIT ANY KEY OR 


CLICK MOUSE ТӨ CONTINUE 


LDS RESULTES; 


LOS ӨРЕН 
2660" 40% DEGRADED 


HEX #: 2730 
L3 Clear 


TARGET IS 
SILHOUETTED 


Once both the spotting and target hexes have been selected, the results of the LOS check are 
shown. If there is a valid LOS between the two hexes (they can see each other), the message 
"LOS OPEN" is displayed. Otherwise, either "PAST MAX SIGHTING RANGE" or "LOS BLOCKED" 
is shown. Below the result, the range between the two hexes, and any degradation is identified. 


At the bottom of the screen, the LOS cross-section display will be shown, to give a better idea of 
the actual "lay of the land" and how intervening terrain may be affecting the LOS. 


Hit any key or click a mouse button to continue. A menu will pop-up allowing another LOS to be 
checked. To exit the routine, select NO. A new LOS may keep either the current spotting hex, 
the current target hex, or new spotting and target locations. 


10.5.2 AREA LOS check 

The "AREA" LOS feature is used to quickly check which hexes within a defined area can be 
"seen" from a single spotting hex. This is very useful to see if a prospective unit position can 
cover both a bridge and a minefield, for example. 
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LOS AREA EDGE IN RED / BLOCKED НЕХЕЗ DARKENED. HIT ANY KEY/CLICK ТО CONTINUE, 


[Po Б 


HEX #: 3113 
L2 Clear 


The AREA check highlights hexes that can NOT be seen over an area of the map as seen from a 
single spotting hex. As with Point to Point, first select the spotting hex. Next, pick the general 
direction of the LOS (to the RIGHT, LEFT, UP, OR DOWN). 


The results of the AREA check are: 
Hexes NOT in LOS are darkened in. 
Hexes in LOS are unchanged. 
Hexes on the LOS area border are outlined in red (if in LOS). 


The AREA check NEVER shows LOS percent degradation values or the LOS cross-section display. 
If a LOS has less than 10 blocking points, the AREA check shows the LOS to the hex as valid. 
Otherwise the LOS is completely blocked and the hex is darkened. 


10.5.3 LOS Considerations 
An important point to note is that although a hex has a "good" LOS, friendly units may not be able 
to spot an enemy unit in the hex, or effectively target it. This happens for several reasons. 


First, targets can take advantage of cover in their hex to make it harder for them to be spotted. 


This effect is over and above that caused by the nominal LOS blocking points in the hex, and is 
discussed further in Section II. 
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Secondly, LOS degradation reduces the probability of seeing a unit in the target hex. The spotter 
may be able to see the hex, but there is just too much "stuff" in the way to effectively pick out the 
enemy units hiding there. This effect is also described more fully in Section Il. 


10.5.4 LOS Cross Section Display 

Whenever a single LOS is sighted between two hexes (point to point LOS check, targeting for DF, 
or sighting for IF), a cross section of the LOS will be displayed at the bottom of the screen. This 
display shows the relationships between the ground level, blocking terrain, and actual LOS. The 
intent is to better help players visualize the "lay of the land," and determine why LOS's are 
blocked or degraded in complicated situations. 


The ground level elevations (to the closest meter) along the LOS are shown in brown shading. 
These elevation values are computed at 10 meter (horizontal) intervals along the length of the LOS. 
The vertical scale is exaggerated between 30 and 100 times to better bring out features and 
elevation changes. 


Blocking terrain types (trees, buildings, etc.) are displayed as colored "blocks" above the ground 
level. A legend for the terrain is shown to the right of the cross section. The height of a terrain 
"block" on the cross-section corresponds to its actual height (with the exaggeration factored in). 


The LOS is shown by a red line between the spotting and target locations. However, if the LOS 
involves an aircraft unit - the LOS line will not be drawn, and "AIR/GROUND" will appear to the left 
of the cross section display. This limitation is necessary due to the vertical scale exaggeration, 
which would place the aircraft end of the LOS up in the map area. 


The LOS calculations are more exact than the resolution allows for on the display. This means 
that in certain instances, the LOS my look open or closed on the display, but in reality may be the 
opposite. Players also need to remember blocking points are added from things not shown on the 
display - namely range, smoke and dust. 


If a unit in the LOS's target hex would be silhouetted, a message will be shown to the left of the 
cross section display. Silhouetted units are on average twice as easy to spot, and have the 
accuracy of DF directed against them increased 5096. Targets are considered silhouetted if, after 
reaching the target hex, the sighting LOS does not pass through the ground or any blocking terrain 
for at least 1500 meters beyond the hex (or until the LOS goes off the edge of the map). 


SPECIAL NOTE: The TOP maps are basically identical to 10 meter interval topographic maps. The 
main difference is that where a topographic map keeps the basic terrain color the same between 
contour lines, TOP shades each interval a different color and does not display the constant 
elevation (contour) line. If contour lines were drawn on the TOP map, they would run along all of 
the intersections between different elevation levels. The elevation of each contour line would be 
the elevation level value of the higher hex at the intersection. For example, at the intersection of a 
level 3 (30 meter) and level 4 (40 meter) hex, the contour line would be 40 meters. 


Only at these edges, as along a contour line, is the exact ground elevation known from the map. 
This is an important consideration, because the "lay of the land" is almost never a series of flat 
steps, except perhaps cliffs. Instead, the ground surface slopes relatively evenly between the 
higher and lower elevations. With the elevation resolution of both the Panthers and topographic 
presentation methods limited to 10 meters, it is impossible to 

tell the EXACT elevation of any point between contour lines closer than this - except as a "seat of 
the pants" guess somewhere between the elevations of the bracketing contour line values. This 
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even holds true "inside" a hex - since elevation changes are calculated horizontally every 10 
meters across the hex's entire width. 


Remember, a hex's "elevation" means only that all points within that hex will be within a given 10 
meter interval (except at cliffs). So, under normal conditions a level 5 hex could contain locations 
with elevations from 50 to 59 meters. The only way to see the actual elevations for sure is to run 
a LOS check and view the cross section display. 


10.6 GAME OPTIONS 

The GAME OPTIONS command customizes the game interface and controls some simulation 
procedures. The menu has the following selections: SOUND; HEXSIDES; SET MESSAGE DELAY; 
SET MESSAGE DETAIL; UNIT SYMBOLS PER HEX; USE FACING HIGHLIGHTS; DUST TRAIL 
SETTINGS; LIMITED INTEL/RESOLTN; FIRE PHASE ZOOM LEVEL; SHOW ALL FIRING UNITS; 
COMBATS IN A ROW; and DONE. To return to the command line, select DONE or hit «F1» or 
the RMB. 


Three of these values change the map EE 
screen display (HEXSIDES, SYMBOLS PER à 

HEX, and FACING HIGHLIGHTS). The map | GANE OPTIONS МЕМО 
will not be automatically redrawn when 
these values are changed. To see the 
results of changes in these settings, exit the 
GAME OPTIONS menu and hit <R> or 


SOUND ПЕЕ 


select the "Redraw" from the box in the HEXSIDES ANGLED 
lower right corner of the screen. 

SET MESSAGE DELAY 
10.6.1 Sound 
The SOUND control may be set to either ОМ : SET MESSAGE DETAIL 
or OFF. To toggle the SOUND value, : 
highlight the SOUND line (using mouse or UNIT SYMBOLE PER HEX 
arrow keys) and select it. When the value is : 
set to OFF, no sound is generated by the 
program. E USE FACING HIGHLIGHTS 
10.6.2 Hexsides DUST TRAIL SETTING 
Hexsides (Rivers, streams, and gullies) may 
be drawn on the map either in a "hex" LIMITED INTEL/RESOLTN 
outline pattern, or as horizontal and vertical 
lines. To use the hex outline display, set FIRE PHASE ZOOM LEVEL 
HEXSIDES to ANGLED. Otherwise, set the 
value to STRAIGHT. SHOW ALL FIRING UNITS 
10.6.3 Message Delay COMBATS IN а ROW 1 


The message delay setting determines how | 
long most informational and combat A 
messages remain on the screen. The delay DONE €XF1) H 
may be set from O to 10, where a value of ———————"É————— | 
zero means that there is no pause at all e 
before the message is removed from the 


screen. A delay of 10 may pause the messages for anywhere from about 8 to 20 seconds, 
depending on the speed of the computer. Select the desired delay value from the pop-up menu. 
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10.6.4 Message Detail 
The message detail level filters messages in which the player has no interest. The levels range 
from O to 4, where each level builds upon the previous: 
Level 0 - Virtually no warning or combat messages. 
Level 1 - Combat phase messages, general DF message identifying units involved, airstrike 
message, minefield attack messages. 
Level 2 - Detailed kill probability in targeting routine, more detailed combat messages. 
Level 3 - Hex on fire message, shows individual round results for less than 5 rounds fired 
at a target. 
Level 4 - Shows the results of ALL DF rounds. 


Select the desired message level from the pop-up menu. 


10.6.5 Symbols per Hex 

A maximum of either 1 or 4 unit symbols may be displayed іп a single hex. If there are more units 
in the hex than the symbols per hex setting, the symbols for the extra units will be drawn over 
those already drawn. For example, if the setting is 1, only a single symbol will be drawn in the 
hex, no matter if there are 1,3, or 5 units there. Only the symbol for the last, or top, unit is shown 
on the screen. 


If the symbols per hex value is 1, then the single symbol will be drawn 
centered in the hex. If the setting is 4, the symbols will always be drawn 
(sometimes overlapping) in the four corners of the hex. 


No matter what setting, all of the units in a hex are identified in the 
information box at the bottom of the screen when the map cursor is placed 
over their location. 


From the pop-up menu, select 1 or 4 as the UNIT SYMBOLS PER HEX setting. 


Note: If the UNIT SYMBOLS PER HEX display option is set to 4, unit symbols may overflow into 
adjacent hexes. Often, when the hex is redrawn/highlighted/un-highlighted, outlines of the 
symbols or facing highlights will remain in the adjoining hexes. To remove these outlines, use the 
"Redraw" «R» feature to refresh the map screen. 


10.6.6 Facing Highlights 

Facing highlights are drawn on the map as a part of the unit symbol. They are used to identify at a 
glance the facing direction of every unit (friendly and enemy) on the screen. The highlights appear 
at either the corners or across the top/bottom of the unit symbols, corresponding to the 6 hex 
directions. 


To turn the facing highlights OFF or ON, select the USE FACING HIGHLIGHTS from the menu. The 
pop-up menu will display the current status of the highlight, and allow for the setting to be toggled 
(YES or NO). If the HIGHLIGHT is turned ON, a color bar will appear, which lets the player set the 
color to use for the highlights. To change the color of existing highlights, the setting must be 
toggled OFF first, and then turned back ON. 


10.6.7 Dust Trails 

Normally, most moving vehicle units will create dust trails. The amount of dust blown up in the air 
is determined by several factors, including the vehicle's speed, the terrain being moved over, and 
the ground conditions. 
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This option allows players to customize the dust trails to a particular situation or preference. 
Selecting NORMAL results in the standard dust calculations. The second selection, 5096 
REDUCED TRAIL DUST, reduces dust from vehicles traveling on trails to half the normal value. 
The third option, ROADS ADD DUST, is used when the roads on the map are considered unpaved. 
The result is that, unlike normal, vehicles moving on roads will make dust. The last choice, NO 
DUST CLOUDS, will suppress all dust cloud generation. 


When changed by a human player, the dust setting will take effect in the next Activity Phase. 
Previously created quantities of dust already on the map are not changed. 


The default value depends on the ground conditions, but will usually be NORMAL in clear weather, 
and NONE in the mud and snow. 


This setting has no effect on the Dust Percent value that is set at the beginning of the game. 
Instead, the Dust Percent is used to modify dust amounts after the dust cloud is generated (using 
the DUST TRAIL setting). 


10.6.8 Limited Intel 

Excepting desert warfare, it is often difficult or even impossible to exactly determine the quantity 
of an enemy unit. This is especially true for personnel type units (for which exact quantities are 

NEVER given in Panthers), but also affects vehicle targets as well. This uncertainty is reflected in 
Panthers by the LIMITED INTEL feature. 


The LIMITED INTEL option affects only vehicle targets. 


If the value is set to EXACT, a numeric quantity of weapons in the unit will be displayed in all info 
boxes. However, the quantity shown represents the number SEEN, which is not necessarily the 
number that are actually present. In most cases, the number seen will be less than the actual 
quantity, especially if the unit is in terrain that offers concealment. For example, a group of 5 
tanks in the woods may be reported as a group of only 3. 


When this value is set to APPROXIMATE (the default), enemy vehicle unit quantities are shown as 
either a platoon (PLT) or section (SEC), depending on how many vehicles are SEEN (as described 
above). Normally 4 or more vehicles will be identified as a platoon, and 3 or less as a section. 
Using the above example with this setting, the unit would, probably be reported as a section of 
tanks, because only 3 of the 5 tanks are seen. 


The APPROXIMATE setting has the additional effect of making it more difficult to detect HQ units - 
for both the automatic targeting routines and human players. Generally, the computer considers all 
sections as potential HQ units 


To set the INTEL value select either APPROXIMATE or EXACT from the pop-up menu. 


10.6.9 Fire Phase Zoom 

Normally, all combat takes place on the Zoom level 1 map (which shows the entire map area). 
However, players may change the zoom level for direct fire (not airstrikes or artillery) to Zoom level 
2. 


If Zoom level 2 is used, the fire phase will take longer because the map will scroll from combat to 
combat. However, it is easier to pick out the firing units because the symbols are larger at the 
higher zoom. 
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To select the FIRE PHASE ZOOM LEVEL, select either zoom level 1 or 2 from the pop-up menu. 


10.6.10 Show AII Firing Units 

This option is used to show all enemy units that fired in the previous turn, even if they are not 
sighted. This is useful so that players do not need to remember the locations of all the enemy 
units that fired last turn. Especially since some of them may not be re-sighted in the current turn 
(and thus will "disappear"). These units' hex locations can thus be identified and brought under 
area fire. 


This option merely causes the enemy unit symbol to be displayed on the map. If the unit is 
unsighted, it will remain so, and cannot be selected as a DF target. However, its hex can be 
targeted by area fire. 


10.6.11 Combats In a Row 

This option determines how many Activity Phases will occur between player Orders Phases. The 
default and minimum value is 1 (players give orders after each Activity Phase), and the maximum 
setting is 5. In reality, this setting changes the turn scale (up to 5 minutes per turn), but at the 
cost of a decrease in accuracy. 


When this setting is greater than 1, many most time-consuming parts of the Activity Phases will 
occur only after every other phase (now called a "pulse"). In particular, the sighting phase occurs 
after the DF Phase only on "pulses" 1, 3 and 5. The same schedule also applies to the Smoke 
Dispersion, Fire Spreading, and illumination phases. The Air, Indict Fire, and Direct Fire Phases 
occur normally in each "pulse," no matter what the setting. 


During the Activity Phase, the current "pulse" and the number of "pulses" to be run in a row are 
shown at the top right of the screen. 


10.7 ZOOM 


This command zooms the map display in and out. Zoom level 1 is the widest possible view, while 
level 3 shows a limited area of the map in great detail. 


The Zoom command can also be invoked from the Command Line by clicking the RMB. 

10.8 HELP 

The HELP command brings up the interactive help menu. At the top of the menu is a list of the 
most often used keys/mouse clicks. Beneath this list, are several specific topics for which 
additional help is available. To access the topic sensitive help, just highlight and click on the 
desired subject line. 


Click on DONE ог the RMB (ог hit <Esc>) to exit. 


SECTION 11 QUEUE INFO 


The QUEUE INFO ROUTINES called from the FSO (artillery) or AIR staff pages review current 
artillery and airstrike missions. In either case, the computer will cycle automatically through all 
missions of the selected type. 
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When completed, the cycle may be viewed again by selecting YES from the CYCLE THROUGH 
AGAIN menu. When finished looking at the queues, select DONE from the bottom of the main 
menu window. 


11.1 Artillery Missions 

When viewing an artillery mission from the queue, the mission information will appear at the 
bottom of the screen, in the UNIT INFO box. Additionally, on the map the mission's target location 
will appear as a flashing cross, and the spotting unit's location (if the mission is spotted) will be 
marked by a "S." 


The information displayed at the bottom includes: the MISSION number (in the queue); the 
DELAY until the first rounds are fired (or "FIRING SPOT/FFE" if the mission is going to be fired in 
the upcoming Activity Phase); the firing unit ID; the SPOTTER unit (or "UNSPOTTED"); the 
TARGET type ("HEX," "PPD," or an enemy unit); the current accuracy (ACCY); the AMMO TYPE 
being fired; and the quantity of rounds remaining to be fired FFE (FFE LEFT). 


Artillery missions in the FDC cannot be modified, but they may be canceled. With the appropriate 
mission info displayed, hit the < С> key to completely remove the mission from the FDC queue. 
Otherwise, hit any other key or click a mouse button to cycle to the next mission. 


11.2 Airstrike Missions 

The Airstrike mission information is presented like artillery, described above. The target hex is 
marked on the map with a flashing cross, and the details are displayed at the bottom of the 
screen. 


The airstrike details are: the AIR UNIT ID; the DELAY until the mission is executed; the PRIMARY 
TGTS (target types); the airstrike direction; and the aircraft's available weapons (with ammunition 
remaining). 


Unlike artillery, airstrikes may never be canceled. This is true even if they go awry and begin 
attacking friendly forces. Normally, an airstrike will be repeatedly flown until the aircraft runs out 
of ammunition, destroys at least one ground unit, or is aborted due to AA fire. Hit any key or click 
a mouse button to cycle to the next mission. 


SECTION 12 UNIT ORDERS 


Without any human input, units will use their default settings to select and engage targets. 
However, they will not move, call for artillery or airstrikes, change their facing, or reset any of their 
targeting defaults. To do these things, the unit must be given specific orders by the human 
commander. 


To give a unit orders, click the LMB when the flashing map cursor is over the desired unit(s). The 
pop-up UNIT ORDERS menu will appear - which shows all of the unit's current orders and settings, 
and allows for additional orders to be given to the unit. Only those orders displayed in blue may 
be selected, the others are not applicable 

to or for the unit. 
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For ease of use, the UNIT ORDERS menu is divided = geg ORDERS - | TARGET 


into functional area groupings: i COMPANY i NONE 
i SET OBJECTIVE | 
HEX BY HEX B DEFAULTS = 


Исм» RANGE=1900n: 


MOVE ORDERS: From this area units may be given 
movement and loading orders. Click the LMB to 
select the desired order. 


TYPE AFU | 


SPEED: This sets the speed as a percent of the unit | emm || HQs 1ST NO | 
maximum speed. Move slide to the desired value i MENSE ko 
and click the LMB to change. г FACING 

FACING: The unit's current facing is shown in red. Шы ЕТУ“ 
Move the mouse cursor to the desired new facing EM UR F A AMMO APCBC | 
and click the LMB to change. | Rel кетір pnm 

TARGET: The unit's current target will be shown, Í  anTILLERY AIRS TRIKE 
either an enemy unit or a hex number (for area fire). à SE E 
Click the (МВ to change. pe DETAI пир 
DEFAULTS: The unit's current engagement range is : 

shown by the slide on top. The unit'S maximum { DONE (RMB? 


weapon range is determined automatically by the 
computer for either the main weapon "(M)," or a 
secondary one "(S)" - depending on gun ranges and 
ammo availability. Move the slide as desired and click the LMB to change. To change the other 
targeting defaults, highlight the value and click the LMB. 

WEAPON: The current weapon to fire setting is shown on top ("M" -Main, "S" =Ѕесопдагу). The 
ammo type to fire is shown below. Click the LMB to change. 

FIRE SUPPORT: These choices are used to call in artillery and  airstrikes. Click the LMB to select. 
DETAILED INFO: The first three selections call up the detailed weapon information charts - "GEN" 
for Weapon Technical Data, "WPN" for the Ammo Characteristics, and "PEN" for the Penetration. 
"HQ's" displays the unit's chain of command. Click the LMB to select. 


To exit the orders menu, click the RMB or select DONE from the bottom of the menu. 
These orders are described in detail int the following sections. 
12.1 ISSUE MOVE ORDERS 


When a movement commands is selected from the ORDERS MENU, the unit's currently assigned 
movement path, if any, will be highlighted. White highlights signify commands before the unit's 
movement delay - commands that cannot be changed. The light red highlight is used to show 
commands after the delay that may be rescinded or modified. At the top of the screen a message 
will show the number of turns before the unit begins executing the first of it’s present movement 
commands or "UNIT IS CURRENTLY MOVING," if the delay is zero. The movement delay value 
will also be shown. 


іп the Basic level, all movement is by COMPANY ROUTE - which means that the human player 
picks a general destination for the entire company, and the computer automatically moves the 
individual units to locations near this objective. However, the unit initially selected for the 
command will be moved explicitly to the selected objective hex. 


In the Intermediate and Advanced levels, the human player has the option of selecting from two 
other movement routines: SET UNIT OBJECTIVE and PICK PATH HEX BY HEX. Іп the first 
routine, the player picks the objective hex, and the computer determines the path to that hex for 
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the single unit being moved. The second option allows the player to explicitly pick the movement 
path "hex by hex" for a single unit. 


Movement is stored for each unit as a series of movement commands - where each movement 
command is simply moving from one hex to another in a certain direction. The entire set of move 
commands is called the unit'S movement path. With one exception, units may never be given 
more than 20 movement commands, either by a human or automatically by the computer. The 
single exception is a unit moving by a constrained COMPANY ROUTE (see below), which is 
allowed extra commands to join and then separate from the company route. Commands before 
the unit's delay value are subtracted from the limit, since they can't be accessed. So, for 
example, a unit with a delay of 6 can be given no more than 14 "new" commands. The unit delay 
for a particular unit is normally shown at the top of the screen. 


In the Intermediate and Advanced games, once a unit has been issued a movement path, the 
human player may set the unit's speed (as described later in this section). 


12.1.1 Company Move 

When this option is selected (always in the Basic game), all of the units in the moving company 
will be highlighted on the screen. Move the map cursor to the desired destination and select it. A 
pop-up menu will appear allowing for the route to be CONSTRAINED. И this option is used, the 
separate units will "come together" before moving toward the objective, where they will once 
again "spread out." This option is especially useful when you want to force the entire company to 
move along a road, or through a minefield breach. Otherwise, in NON-CONSTRAINED movement, 
the units will just generally move straight across-country. 


At this point, the computer will draw the movement path it has selected for the first unit (hex by 
hex). The last hex in the path will be drawn with an "X" (at zoom levels 2 and 3). А message 
will appear telling whether the final objective was reached (due to the limit on available 
commands). After a short delay, this message will disappear and the player can either accept the 
path as shown, have the computer recalculate the path, or re-pick the objective. 


If RECALCULATE is chosen, the computer will try to find another path to the initial objective. The 
path may be recalculated any number of times, although the computer may often pick the same 
path two or three times in succession. If, after several tries the path is still not acceptable, pick ап 
intermediate objective to force the path in the desired direction. 


Once a path is picked for the initial unit, the computer will automatically move the remaining units 
in the company. Unlike the procedure for the initial unit, the computer does not allow the human 
player to adjust the paths of these other units in any way. 


12.1.2 Set Unit Objective 

This movement option operates exactly like the COMPANY MOVE, but for a single unit. The 
human player selects the final objective, and the computer will determine the path to that 
objective. The human player is also given the option to have the path recalculated. 


Å M MÀ M M ——— ———————— 
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USE MOUSE/NUM PAD TO SELECT OBJECTIVE срека t» ОЦЕТ ЕЕЗ 


Ж ў 


IS MOUEMENT ОК? 


YES: ISSUE ORDERS 


NO: REDO 


HEX $:1741 
L2 Clear 


12.1.3 Pick Path Hex by Hex 
This option allows the human player complete control over a unit'S movement path. As with the 


other move options, the unit's current path will be highlighted in white and yellow on the screen. 


In addition, a box will appear in the unit information area that shows the set of 20 current 
movement commands assigned to the unit. Movement commands of "O" signify an empty position 
in the path. Other command values correspond to either a movement direction (using the NUM 
PAD directions: 1, 2, 3, 7, 8, 9), or a forced delay of 1 turn (4, 5, and 6). A "B" in the movement 
command display box at the bottom of the screen indicates the unit is backing-up in reverse gear. 
A "C" indicates the unit is clearing an obstacle. 
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LMB/ENTER: SELECT NEXT HEX CMB/E-1: REMOVE LAST [B]: BACK-UP зунив 


ISSUING COMMAND : 


FREE COMMANDS: 15 


Unchangeable commands before the delay value are shown in red. Commands that can be 
changed (after the delay) are shown in blue. The current command being issued is highlighted, 
and, along with the number of free commands, is shown in the box. 


To add commands to the path, pick the hexes that the unit should move through, one at a time. 
The selected hex must be adjacent to the last hex in the movement path (you can't "jump" over a 
hex), otherwise an error message will be displayed. 


To remove the last hex from the path (but only if it is after the unit's delay value), hit the <-> key 
or CMB. When the path is complete (or full), select DONE or hit «F1» or the RMB. 


12.1.4 Erasing A Path 

To remove a unit's previously assigned path, select the unit for a move command as before. Once 
the unit is selected, the pop-up menu will appear, but will have an ERASE PATH option. When this 
choice is selected, the unit’s movement path will be completely removed back to the 

unit's delay value. 


12.1.5 Special Combat Move 

To increase the flexibility and realism of the simulation, a special combat movement feature is 
included. This option lets players command units under fire directly without the burden imposed 
by the standard movement delays. 
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Whenever an unbroken unit that received enemy fire in the previous action phase is selected for 
movement orders, the SPECIAL COMBAT MOVE OPTION menu will pop up. To give the unit 
special combat movement orders, select "YES - GIVE THE UNIT SPECIAL ORDERS." Otherwise, 
select "NO - KEEP CURRENT ORDERS." 


If the special option is selected, all of the unit's current movement orders, if any, will be deleted. 
The unit's new path is then entered using the hex-by hex procedure. The execution delay for 
these commands is zero, so the unit will begin moving immediately - during the upcoming activity 
phase. The maximum path length for the special combat move is 3 commands (instead of the 
normal 20). 


This special move is not automatic. Units must be individually selected for movement orders to 
use the option. Units under enemy fire that are not selected for movement orders will continue to 
execute their present orders. Broken units are completely outside the control of the owning player, 
and may not be given special combat movement orders. Units that are loading/unloading (their 
first movement command is 4 or 6) are not eligible for the special combat move. 


Units not directly under fire may also be eligible for the special combat move. In particular, units 
not under fire could often be in a position to know that friendly units nearby WERE under fire, and 
could adjust plans accordingly. 


For a unit not under fire to be eligible for the special combat move, the unit under fire must not be 
an aircraft, and one of the following two conditions must be met: 


1.) The unit not under fire is in the same company as the unit under fire, and the units are 
within 475 meters (4 hexes) of each other. 


2.) The unit not under fire is from a different company than the unit under fire (or 
either/both of the units is a D/S or Bn/TF HQ unit), and the units are within 250 meters of 
each other, and the unit not under fire has a valid LOS to the unit under fire. 


Units eligible for this move when not under fire will have a black (instead of red) target symbol in 
the upper right corner of their unit info box. 


The maximum path length of the special combat move may be anywhere from 3 to 6 hexes - 
calculated as 3 hexes plus the force training level divided by 30 (fractions rounded down). 


12.1.6 Intermediate Objectives 

It is always a good idea to use intermediate unit movement objectives when moving units by the 
COMPANY ROUTE or UNIT OBJECTIVE methods. Intermediate objectives are used by merely 
selecting 3 objectives each 600 meters apart rather than a single objective 1800 meters away. 


There is no additional penalty for using intermediate objectives other than the little bit of extra time 
it takes to issue multiple orders instead of a single one. But, the benefit gained is much greater 
control over the movement path. 


Since the computer tends to spread units out to avoid presenting an attractive concentration to the 
enemy, intermediate objectives are especially appropriate if you want your units to follow a fairly 
limited route. Intermediate objectives are also a good idea for areas of the map with many roads, 
elevation changes and/or cover terrain, since the computer will often devise roundabout routes to 
take advantage of these features. 
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12.1.7 Back-up Movement 

Backing-up in reverse gear is frequently used by vehicles to get out of an unexpected situation. 
Such situations include taking unanticipated or unusually heavy enemy fire, sighting a previously 
hidden threat, or having the forward movement path blocked by combat action. By backing-up, 
the vehicle can react to the situation while keeping the more protective front armor toward the 
enemy. 


The drawbacks to backing-up are that the reverse gears are much slower than the forward ones, 
more prone to mechanical failure, and it is much harder to see where you are going in reverse. As 
such, movement in reverse was normally only used for short distances and in critical situations and 
only just long enough to get out of trouble. 


Vehicle units may be given orders to back-up in reverse gear one hex. When this command is 
issued, any existing movement commands for the unit are erased. The facing of the unit at the 
time the order is issued determines in which direction the back-up movement will take place. 


The delay for back-up movement is always zero, so the unit will begin 
backing up on the next movement phase. Units will back-up only one hex at a time. If you want 
unit to continue to back-up, you will need to issue new back-up orders each turn. 


Carrier units towing another unit and non-vehicular unit types may not be given orders to back up. 


To issue a unit with back-up orders, select the "HEX BY HEX" movement 

routines. Then, instead of issuing orders, hit the «B» key, or use the mouse to click on the "B" 
which appears in the lower right corner info box. The unit's path will be cleared, and the back-up 
order shown. 


NOTE: Because the unit's current path is erased when it is given a back-up order, there is no way 
to "undo" the back-up order once it is issued, unless the unit's command delay is zero. So be 
careful. Once you issue the back-up order - you're stuck with it. 


12.2 LOAD/UNLOAD 


This routine is used to embark and disembark passenger units. There are two types of passenger 
units: personnel and towed. А potential carrier unit must have sufficient capacity of the proper 
type to load the passenger. 


Embarking units must be located in the same hex as the carrier unit. Likewise, disembarking units 
are placed into the same hex as the carrier when unloaded, subject to stacking limitations 
(exception - units off-loading from a landing craft, see below). A special delay is often imposed on 
both the carrier and passenger unit to account for the time it takes to accomplish the action 
(shown as 4 or 6 in the movement path). 


Using the map cursor, select the hex containing the desired units to be loaded/unloaded. Next 
select one of the units involved. The computer can tell automatically whether the chosen unit is a 
currently loaded carrier, an unloaded carrier, or an unloaded passenger. Based on the situation, a 
series of pop-up menus and messages will appear to complete the order. To exit, select DONE or 
hit «F1» when the map cursor is operational. 
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12.2.1 Off-loading from a Landing Craft 

Non-amphibious units off-loading from a landing craft are not placed into the landing craft's hex. 
Instead, they are placed in a hex next to the landing craft. The reason is that landing craft can 
only occupy deep water hexes, while non-amphibious units cannot (they can occupy shallow 
water, however). 


Another change from normal procedure is that off-/oading of landing craft is AUTOMATIC. 
Whenever the landing craft ends the movement phase adjacent to a shallow water (or land) hex, 
its passengers will be off-loaded automatically. If more than one shallow water/land hex is 
adjacent, priority goes first to the one in the facing direction of the landing craft. 


If the landing craft contains multiple passenger units, as many of them as possible will be off- 
loaded, within the stacking limitations. 


Units that are automatically off-load from a landing craft into the surf (shallow water) are given 
movement orders to take them to the nearest land hex. These orders may be modified by the 
owning player in the next Orders Phase. Units that off-load onto land, are not given any 
movement orders. 


12.2.2 Loading Onto a Landing Craft 
Landing Craft use two special modifications to the normal loading rules: 


1). Landing craft with TOWED carrying capacity may load vehicles. Each vehicle counts 
as two towed points. 


2). Units may be loaded on landing craft ONLY during the initial set up phase. Once the 
game starts, units may unload from a landing craft, but once off-loaded they cannot re- 
load. 


12.3 SET SPEED 


The unit's current speed setting is shown on the horizontal line representing values from O to 100 
percent of the unit'S maximum speed. To change the speed value, move the mouse into the 
SPEED box. At the top of the screen the unit’s maximum road and cross-country speeds аге 
displayed. Move the mouse to adjust the speed setting to the desired percent value, and hit 

« ENTER» or the LMB. 


Remember, the higher the speed, the greater the chance the unit will break down or lose morale 
while moving. 


12.4 SET UNIT FACING 

Units may face N, NE, SE, S, SW, and NW corresponding to the hex grid overlay pattern. The 
current facing will be highlight in the FACING box on the ORDERS menu. To change the facing, 
move the mouse to the desired direction, and click the LMB. 


Units in casemates or pillboxes always face the same direction as the emplacement. For these 
units, the facing may not be manually changed. 
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12.5 SELECT TARGETS 


The TARGETS menu choice gives a unit a specific DF target. If no specific target is selected for a 
unit, the computer will automatically select one (or may decide to hold the unit's fire). This option 
is also used to clear a unit's current target. 


Click on the TARGET box on the ORDERS menu. The unit's current target, if it has one, will be 
highlighted on the map, and its data displayed down in the unit info box. Range and other 
information will be displayed in the right hex info box. "CURRENT TARGET SHOWN" will also 
appear at the top of the screen. To remove the current target or select a new target, hit <C> or 
the RMB. To keep the current target, hit any other key or mouse button. 


If «C» or the RMB were pressed, the CURRENT TARGET OPTIONS menu will appear. Select 
CLEAR UNIT'S CURRENT TARGET AND RETURN to erase the firing unit's current target. 
Otherwise, pick TRY TO SELECT A NEW TARGET to enter the target selection routine. Note that 
if a unit’s current target is erased, but not replaced, the computer will try and select a new target 
for the unit automatically. In some cases, it may even set the target back to the original enemy 
unit. To prevent this, either manually select a new target or set the unit's default engagement 
range to zero. 


New targets may be selected individually one at a time, or by having the computer cycle through 
all targets within range (and LOS). To cycle, select YES from the AUTO-CYCLE THROUGH ALL? 
menu. Otherwise, select NO-PICK BY HAND. 


In the Advanced game, human players are afforded the opportunity to select the weapon and 
ammunition to fire once the target has been chosen. 


12.5.1 Cycling Targets 

If the cycle option is selected, there will be a slight pause while the computer determines which 
enemy targets may be engaged. When these calculations are complete, the closest enemy unit 
that is within range and LOS will be highlighted and its information displayed at the bottom of the 
screen. If no enemy units can be engaged, then a message to that effect will be displayed instead. 


To select the currently highlighted enemy unit as the friendly unit's target, hit « ENTER» or the 
LMB. To quit the targeting routine hit <F1> or the RMB. Hit any other key or the CMB to cycle 
to the next potential target. 


The cycling proceeds from the closest potential target to the furthest, arranged in order of 
increasing range. At the end of the cycle, the sequence returns to the first (closest) target unit. 


12.5.2 Target By Hand 

To pick a target by hand, move the map cursor over the target's location and select it. If more 
than one enemy unit is in the hex, select the desired target from the pop-up menu. If the unit is 
out of range, or if the LOS is blocked, a message is displayed. Otherwise, the target's data will be 
displayed at the bottom along with the range data. 


To select the unit as the target, hit «ENTER» or the LMB. To pick another, hit any other key or 
mouse button. To exit without selecting a target, pick DONE or hit «F1» while the map cursor is 
displayed. 
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Hexes may be selected as DF targets even if they do not contain a sighted enemy unit. Selecting 
a hex for DF instead of an enemy unit is a technique generally known as "recon by fire," or more 
properly "area fire." 


Whenever a target hex is chosen by hand, the computer first looks for a sighted enemy unit in the 
hex. If this condition is met, then the fire is targeted at that unit. If there is more than one such 
unit in the hex, the player selects the specific target. However, if this condition is not met, the 
computer targets the hex with area fire. 


Area fire may be directed at any hex on the map within range of the firing unit - including hexes 
with friendly units. Of course, it may also be directed against hexes with UNSPOTTED enemy 
units as well. 


12.5.3 Range Data 

The target's range data is shown in the box on the far right bottom corner normally used for the 
hex data. This box provides the information needed to make an intelligent choice to engage a 
particular target. 


The top line shows the range to the target in meters, and any degradation points in the LOS (each 
point reduces accuracy by roughly 1096). The second line shows the calculated probability that 
any single round or burst will destroy the target (KILL PROB), and the target side that the round is 
most likely to impact upon. The bottom line identifies the weapon and ammunition type that the 
computer would select to engage the target, and which was used to calculate the KILL PROB 
value. 


12.6 SET DEFAULTS (Intermediate & Advanced) 


The unit defaults are used by the computer when it automatically selects targets for the unit. 
However, the defaults are not always rigidly applied. There are times when one of more of them 
will be ignored, or when one will be given priority over another. The defaults, other than PAUSE 
TO FIRE, are not used when a specific target order is given to the unit. 


The default values are: MAX RANGE (in meters) - beyond which targets are not to be engaged; 
PRIMARY TYPE - which gives priority to a particular target type; ENGAGE HQ’S 1ST - targets a 
known НО before other available targets; PAUSE TO ENGAGE - if the firing unit is moving, it will 
pause while it engages the target; RATE OF FIRE - how many rounds per minute the unit will fire. 


From the menu, select the default value to change, using the arrow keys to move the highlight and 
hitting «ENTER?» or the LMB. Pop-up menus for each default except ENGAGE HQ'S 1ST and 
PAUSE TO FIRE appear to select the actual values. When all of the defaults have been set, select 
FINISHED or hit the «F1» or RMB. 


12.6.1 Max Engage Range 

The engage range is always set as a percent of the unit's "best" weapon's maximum range. In the 
ORDERS menu box, "(M)" is used to identify if this weapon is the main one, or "(S)" if it is a 
secondary ones. Only weapons for which the unit has ammunition left are considered. The 
current range setting is shown (in meters), and the slide pointer further indicates how this value 
compares to the maximum. 


To change the value, use the mouse to move the red slide to the desired percent and hit 
«ENTER» or the LMB. The default value varies between weapon types, but is generally about 
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75%. The range may be set to zero, in which case the unit will hold its fire until engaged in close 
combat or an overrun. 


12.6.2 Target types 

There are ten default target types: TANK (tanks and tank-destroyers); APC (Armored Personnel 
Carriers); AFV (any armored fighting vehicle); ARTLRY (artillery, including rockets and SP 
vehicles; NAVAL; AIRCFT (strike or spotter aircraft); PERSNL (troops and mortars); VEHICL (any 
vehicle); SOFT (any non-armored target); and ALL; 


To set the default, highlight the current value and click the LMB. A pop-up menu will appear 
which lists the available types. From it, select the desired choice. 


12.6.3 Engage HQ's 1st 
This default toggles automatically between YES and NO when it is selected. 


12.6.4 Pause to Engage 
Like Engage НО 1st, this default toggles automatically when selected. 


Vehicles without a turret (i.e., Assault Guns, Tank Destroyers, and SP Artillery), mortars, rockets, 
and AT Guns cannot fire while moving. Note that to be moving, the unit's current speed must be 
greater than zero. If a unit is paused, or merely "waiting" to execute movement commands, it is 
stopped and may fire normally. 


If one of these unit types is currently moving and then assigned a target, the PAUSE TO ENGAGE 
should be set to "YES," or the unit's speed should be set to zero. In either of these cases, the unit 
will halt at its current position, and engage the desired target. Otherwise, the unit will continue to 
move and will not fire until it reaches a pause in the movement commands or completes it's entire 
movement path. 


Likewise, if a stationary unit of this type is given movement orders, the unit will cease firing in the 
turn it begins to move. Again, unless the unit's speed is set to zero, or the PAUSE TO ENGAGE is 
"MES? 


The default PAUSE TO ENGAGE setting for these types of units is "YES." 


12.6.5 ROF 
Each weapon has three rates of fire - SLOW, NORMAL, and RAPID. The actual number of rounds 
fired per minute at each of the three ROF values is a unique characteristic of the firing weapon. 


The pop-up menu will show the three ROF settings for the actual weapon firing (not necessarily 
the main weapon), with the number of rounds fired per minute in parenthesis. The current ROF 
value will be highlighted. Select the new ROF or just hit « ENTER» or the LMB to keep the 
current setting. 


12.6.6 Set Company Defaults 

After setting a unit'S weapon defaults, the same settings can be given to all other units (of the 
same type) in the company formation. This option applies only to the line companies (А-1), and 
only to units of the same type as the unit initially given the order. For example, if TANK unit "A1" 
is given the default order, and the company option is selected, then all other TANK units in "A" 
company (including the CO НО) will have their weapon defaults set to the same values as "A1." 
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Whenever this option is available (after 


setting a unit's defaults), the pop-up menu : SET СВИРАЊУ ORDERS OPTION 
will appear automatically. н 


12.7 SET WEAPON/AMMO (Advanced) | ALL ТАНК TYPE UNITS IN THE COMPANY MAY BE 


GIVEN THESE DEFAULT ORDERS- BUT ONLY OTHER 
Normally, the computer selects the most ЯҒ? IU UNITS WILL ACCEPT THE DEFAULT RANGE 
effective weapon and ammunition 
combination to fire at a target. However, in ENGAGE АТ RANGE; 1900n 
the Advanced game, players may change ТҮРЕ ТӨ EMGAGE: ARTLAY 
these settings. The first line ("USE") shows  : ENGAGE HOE FIRST: Nü 
the current weapon to fire, with an "(M)" PRUSE TO ENGAGE. YES 


denoting the main weapon, and "(S)" a RATE OF FIRE: N 
secondary. The second line ("AMMO"), 


shows the ammunition type the unit will use  : DO МОТ CHANGE DEFAULTS FOR OTHER UNITS | 


for that weapon. To change either of these ` 
values, highlight it and click the LMB. i SET Bernd HUS DEUM ЧИНИН IDE 


When selecting an ammunition type, the on- 
hand round quantity for each type will be 
shown to the right of the type name. 


Note: If a secondary weapon (#2 or #3) is selected to fire, only the primary ammunition type for 
that weapon may be fired. 


12.8 CALL FOR ARTY 


Artillery (IF) missions are not fired immediately, but instead are entered into the FDC queue. The 

delay before firing is dependent on several considerations, described below. Ап artillery unit may 

only fire one mission at a time, and must wait 2 turns after one mission before firing the next one. 
A maximum of 20 missions may be contained (either being fired or waiting to be fired) in the FDC 
queue for each force at once. 


Artillery missions must be requested or "called" by an existing unit. The request may be initiated 
from either the UNIT ORDERS menu (click on ARTILLERY), or from the FSO staff officer page. In 
either case, the ARTILLERY MISSION set-up menu will appear. 


The ARTILLERY MISSION menu allows all of the mission 
parameters to be set: 


TARGET: Identified as HEX, PPD or UNIT. Targets must be 
within the firing unit'S maximum range. Click the LMB to 
change. 

SPOTTER: If spotted, the LOS efficiency is shown. 
Otherwise, NONE. The spotting unit must be the calling unit. 
Click LMB to change. 

CALLING UNIT: The calling unit usually determines the 
mission delay and whether it can be spotted. Click the LMB 
to change. 

DISPERSION: The impact area's general dimensions - NONE, 
AREA, or WIDE. Click the LMB to change. 
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ADJUSTMENT: Does the impact area move each turn ("walk")? NONE, or direction (arrow). Click 
the LMB to change. 

FIRING UNIT: The artillery mission that will fire. Defaults to the first IF-capable unit without a 
mission. Click the LMB to change. 

AMMO TYPE: Defaults to first available for firing unit. LMB to change. 

FFE QUANTITY: The number of rounds allocated to the mission (default is 2596 of the total 
available). Quantities are displayed as total rounds (t), and the number of rounds currently 
allocated to other missions (a). Click the LMB to change. 

ROF: The rate of fire in rounds per tube/weapon. With the FFE QUANTITY, the ROF determines 
the fire mission's duration. Click the LMB to change. 

IN QUEUE: The number of missions already assigned to the firing unit. Click the LMB to cycle 
through these missions - displaying them on screen. 

ACCEPT MISSION. This line displays the delay (in turns) before the mission is fired as currently 
configured. Click the LMB to accept the IF mission as shown and enter it into the FDC queue. 
CANCEL MISSION: Cancel the mission and return. 


Clicking the RMB/<Esc> key will cancel the mission and return. 


12.8.1 Pick Calling Unit 

The first step in calling for an artillery (IF) mission is normally to pick the calling unit. This is the 
unit that gets up on the radio net and requests the mission through the FDC. Normally this will be 
a HQ unit, to reduce the delay before the mission is actually fired. 


If the artillery mission set-up was entered from the UNIT ORDERS menu, then that unit will default 
to the calling unit. If instead, the mission was brought up from the FSO staff page, the acting TF 
HO will default as the calling unit. 


To change the calling unit from the default, click on the CALLING UNIT block. The new calling 
unit is then chosen from the map using the standard unit selection procedure. 


12.8.2 PPD Target 
The next step is usually to select the mission's target. Click on the TARGET block. 


If PPD targets were placed during the setup phase, one of them may be selected as the mission's 
target. The advantage of picking a PPD target is that the firing delay is reduced and the accuracy 
increased over other target types. To choose a PPD target, select YES from the menu that will 
appear after clicking on TARGET. All of the PPD targets will appear on the map, and one of them 
will start to flash. To select the flashing PPD target for this mission's target, hit « ENTER» or the 
LMB. Hit any other key or mouse button to cycle to the next PPD target 


12.8.3 Hex/Unit Targets 

If the mission will not be directed at a PPD target, select the target hex using the map cursor. At 
this point, the option to have the calling unit act as a spotting unit will be presented. Spotting 
units observe the impact of a single incoming "spotting" round, and relay appropriate adjustments 
back to the firing unit. The effect of these spotting adjustments is that the accuracy of the fire is 
increased with each successive turn. Missions plotted against enemy units must be spotted. To 
be effective, spotting units must have a LOS into the target hex when the rounds impact. 


If the mission is spotted and at least one enemy unit is in the target hex, the mission may be 
directed against the enemy unit(s). Make the desired selection from the pop-up menu that will 
appear. If more than one unit is located in the hex, select the specific target from the second pop- 
up menu. 
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12.8.4 Pick Firing Unit 

Once the target has been identified, the firing unit should be confirmed or changed. To change the 
firing unit, click on the FIRING UNIT block. A pop-up menu showing all of the available IF-capable 
units in the force will be displayed. To the right of the unit type, the number of missions currently 
assigned to the unit is shown. Select the unit to fire the mission, or <Ғ1> to cancel the current 
mission plot to this point. 


A maximum of 20 IF-capable units can be shown and selected from the "PICK FIRING UNIT" 
menu. The units are displayed in company order, beginning with A Co and ending with the D/S 
units. If a force has more than 20 IF-capable units, some units will not be shown on this menu 
and thus may never be selected to fire IF. 


Players should keep this limitation in mind when selecting their force, remembering also that light 
mortar units (often a component of the line companies) are IF-capable. 


12.8.5 Set Ammo : 

To change the ammunition type, click on the AMMO block. If the unit can fire more than one type 
of ammunition, a pop-up window will appear listing all types available. For each ammo type the 
weapon can fire, the on-hand quantity of rounds (RNDS) is identified to the right of the type name. 
Click on the ammo type to fire. 


Once the ammunition type has been set, the quantity of rounds to fire FFE is chosen. The FFE 
quantity never includes any spotting rounds that may have been fired before FFE initiation. Finally, 
the ROF for the firing unit is set. Rapid fire causes the mission to be completed in the shortest 
time (with some loss in accuracy), while a slow ROF can extend the mission FFE out over several 
turns (usually good for smoke screens and illumination). 


12.8.6 Dispersion 

Artillery missions may be fired with varying degrees of planned 

dispersion. This feature is useful to saturate area targets, or when firing smoke to cover a wide 
zone. The dispersion pattern is handled automatically by the computer at the time of firing, so 
players select only the "center" target hex. 


There are two levels of dispersion: AREA and WIDE: 

AREA dispersion (+ /- 100 meters) increases the target area one hex in each direction from center 
target hex (7 hexes total). 

WIDE dispersion ( + /- 200 meters) increases the area to two hexes in each direction (19 hexes 
total). 


Rounds (that do not misfire in some fashion) land randomly within the entire target area, with a 
slight preference based upon the wind direction and speed. Therefore, as an example, a mission 
should fire at least 20-25 rounds per turn if the player desires to put at least one round per turn 
into each hex in a WIDE target area. 


Rocket missions are always fired with WIDE target area dispersion. 

12.8.7 Adjustment 

The artillery mission adjustment option allows the target to be shifted each turn in a specific 
direction. This is also known as "shifting" or "walking" the fire. 


When an adjustment direction is set for a mission, the target will be 
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automatically moved one hex (100 meters) in that direction at the conclusion of each IF fire phase 
in which the mission fired FFE. This automatic adjustment is handled by the computer, and is 
completely outside the control of the owning player. 


Any of the six hex directions may be used for the adjustment direction - N, NE, SE, S, SW, and 
NW. If the adjustment direction is not set (NONE), the mission will fire the entire FFE quantity at 
the primary target hex or area. 


Adjustment cannot be used for missions against UNIT targets, or missions fired by rocket artillery. 


12.8.8 Send to FDC 

Once the mission attributes have all been set, the mission must be accepted and sent to the FDC. 
Click on ACCEPT MISSION. Otherwise, click on CANCEL MISSION to return without saving the 
mission to the FDC queue. 


12.8.9 IF Minimum Ranges 
IF targets must be farther the firing unit'S minimum range. Minimum range is determined 
depending on the firing weapon type as follows: 

Rockets: 1/10th maximum range 

Mortars: 1/15th maximum range 

Others: 1/20th maximum range 


If a target is selected which violates the minimum (or maximum, for that matter) range constraints, 
an error message will be displayed. 


12.8.10 ОН-тар Unit IF Range 
Ranges for off-map units are calculated as the range from the middle hex (on the vertical axis) 
along the friendly map edge to the target hex, plus 1000 meters. 


12.9 CALL FOR AIRSTRIKE 


Just as for IF, an on-map unit must call for an airstrike - except the calling unit is always the TF 
HQ. Also, like IF missions, airstrikes are placed into a queue. A maximum of 5 airstrikes (for each 
force) may be held in the queue at once. 


Airstrikes may be initiated from the UNIT ORDERS menu, or the AIR staff officer page. 


12.9.1 Select the Air Unit 

Once the strike order has been initiated, the air unit to perform the mission is selected. Unlike 
artillery, each air unit may only be given one strike mission at a time. A pop-up menu will appear, 
showing all of the available air units on STANDBY - waiting in a holding pattern off map. Use the 
mouse or arrows to highlight the desired air unit and hit < ENTER > or the LMB. 


A confirmation menu will appear which shows the aircraft 
attack type, what weapons the aircraft will be able to engage 


SELECT AIRSTRIKE UNIT 


the target with, and the probability that the airstrike will go 
awry. To keep the aircraft unit, select "KEEP THIS UNIT." 885 1/Bomb STBY 


Otherwise, select "PICK ANOTHER UNIT" to return to the 
aircraft selection menu. 


Part | - 80 


Panthers in the Shadows 


If no air units are currently on STANDBY, an error message 
will be displayed instead. Hit any key or click a mouse button 
to abort the airstrike order command. 


| КЕЕР THIS UNIT DE 
12.9.2 Select the target 1 


Unlike artillery missions, airstrikes are given only a hex PICK ANOTHER UNIT 
location for a target. When the airstrike takes place, the air 
unit will automatically pick out units to attack from an area ЧЗ  1xJu 87D1/Bonb 
near the hex location. Watch out though, airstrike units will DIVE BOMBER 
sometimes attack friendly units in their target area as well as 
the enemy. 


жайлы 


Важи 800 Ка 


To exit the routine without selecting a target, pick DONE, ог 7.ЗӘағна HG 17 
hit «F1». 54 mor usto 


$ 
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12.9.3 Strike Direction А 

The strike direction is used to determine the actual target 
area, and the aircraft's speed and location over various parts 
of the map. These factors will be discussed later in PART II 
of the manual. 


AWRY CHANCE ` 


There are four available strike directions, which will appear on a pop-up menu: NORTH TO 
SOUTH; SOUTH TO NORTH; EAST TO WEST; and WEST TO EAST. Select a direction, or hit 
<F1> to exit. 


12.9.4 Primary Target 

The final step is to select a primary target type for the air unit, just as was described for the 
DEFAULTS. The delay will appear at the top of the screen (after flashing a couple of times). The 
CONFIRM TO FDC menu will appear and the mission can be entered into the FDC queue (YES) or 
canceled (NO). 


12.10 DETAIL INFO 


The GEN, WPN, and PEN options bring up specific technical information about the unit's weapons, 
ammunition, and penetration. 


12.11 HQ's: DISPLAY THE CHAIN OF COMMAND 


The "HQ's" command from the UNIT ORDERS menu displays information about the current chain 
of command/delay for the unit. Each НО in the chain will be highlighted on the map, and а 
summary will be displayed at the bottom of the screen. 


The summary shows each step in the unit's chain of command individually. For each step, the 
following information is provided: the higher НО unit ID, the distance to the next higher HO, and 
the delay assessed at that step. Values shown in red signify that an additional penalty is being 
added for some reason due to that value. Examples of red values might be an acting НО replacing 
the normal НО, or an excess range to the next higher НО. 


When an additional delay penalty is added at a given step, the penalty amount is shown to the far 
right after a "+" sign. This overview helps players to decide if it is worth trying to rearrange units 
to lower the penalty for a given unit. 
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SECTION 13: GAME TURN ACTIVITY PHASE 


During the Activity phase, all of the real-time activities (combat, movement, sighting, etc) take 
place. Each activity phase represents 1 minute of real time, and is broken down into a number of 
sub-phases. During this phase, control is taken over completely by the computer. The human 
player(s) can sit back and watch, occasionally hitting a key or clicking the mouse to advance past 
a message. 


During each sub-phase, one player or the other will always go first. However, this player sequence 
has no net effect on the situation, because results are taken simultaneously by both sides at the 
end of each sub-phase. 


For example, let's say Player £1's IF destroys one of Player #2’s artillery units, which is also 
scheduled to fire a mission in the current sub-phase. Іп this case, the destroyed unit will still fire 
during Player £2's IF turn. What's more, the unit's IF will be fired just as if it was never attacked 
at by Player £1 at all (in this IF phase). Only at the end of the IF phase will damage, suppression 
and morale losses be assessed to both sides - when Player #2’s unit would be destroyed. 


Note that because losses are assessed between each sub-phase, units destroyed in the Airstrike 
sub-phase will not be around for the IF sub-phase, and units destroyed by the IF sub-phase will be 
removed before the Ambush sub-phase, and so on. 


For ease of use, for the rest of this manual (and the game screens) the sub-phases will be called 
"phases." 


Depending on the MESSAGE DETAIL LEVEL setting, phase messages will appear in the UNIT INFO 
box at the bottom center identifying what is occurring and various results. After each message is 
shown, the execution will pause for the duration of the UNIT MESSAGE DELAY, or until any key is 
hit or a mouse button clicked. 


13.1 TARGET SELECTION 


During the target selection phase, the computer will assign targets to units that have not been 
given specific targeting orders by the human player(s). The computer will usually not overrule the 
human player's targeting orders, although on occasion it may to represent the fog of battle. 


The automatic target selections are made using the targeting defaults for each unit, and on the 
relative kill probabilities for each potential target. Sometimes, the computer will determine that 
none of the potential targets can be engaged successfully by a unit. Then, the unit is instructed to 
hold its fire. 


Targets will not always be engaged until they are destroyed. The computer may often switch to 
more lucrative targets as they become available. 


While the computer is making these selections, the gray bar in the pop-up window will be filled in. 
Sometimes the targeting selections may take quite a while to complete, so please be patient. This 
is especially noticeable in games with many units and/or a long sighting range. 

13.2 AIRSTRIKE PHASE 


During this phase, any strike missions with a delay value of zero will be flown. All other missions 
in the FDC queue will have their delay reduced by one. 
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13.2.1 Additional Delays 

Weather and light conditions can have a large impact on air operations. If the planes can't see the 
targets on the ground clearly, the wrong targets may be attacked (the strike goes awry), or the run 
must be aborted (causing a further delay). 


Іп terms of the game system, this means that even airstrikes with zero delay may not occur іп less 
than perfect conditions. In these cases, the planes couldn't get through the clouds to see the 
target, and are still circling up there, somewhere, out of sight. But, to make things interesting, the 
additional delay is implemented randomly on a turn by turn basis - so the owning player will never 
know exactly when a strike will come across. All that is known is that the delay remains zero, and 
the strike could happen any time. 


13.2.2 AA Fire 

Enemy ground units may attempt to fire at attacking air units throughout their strike run. Ground 
fire can both damage and destroy the aircraft, and also cause the pilots to abort the mission. If 
the fire is heavy enough, the air unit will abort back to its base. Otherwise it will return to the 
holding pattern and may be available for further missions. 


Unlike other fire results, AA damage is taken immediately by the aircraft unit. So, it's possible for 
the defenders to shoot down the aircraft unit (or cause it to abort) before it reaches its intended 
target. 


13.2.3 The Flight Path 

On the map, always displayed at Zoom level 1, strike information will be displayed in the UNIT 
INFO box. After the message delay (or any key is hit) the entrance hex of the attacking aircraft 
unit will be highlighted in yellow. The flight path will then proceed hex by hex across the map to 
the target and beyond. Any time that the unit takes AA fire, the path will freeze, and a DF 
message and results will appear in the unit box. If the air unit aborts, this will also be shown. 


13.2.4 Ground Attack 

If the air units survive long enough to engage the target, a message detailing the attack is 
displayed. The results may or may not be shown, depending on the type of attack (normally the 
results of bombing are not known, while those for attacks by rockets and guns are). 


It is also possible that an air unit will go completely across the screen without engaging any 
ground target. This indicates that the air unit was unable to identify targets on that pass. 


13.3 IF PHASE 


During the IF phase, all IF (artillery) missions with zero delay in the FDC queue are fired. Any other 
missions in the queue will have their delay reduced by 1. 


13.3.1 Airstrike/Check Fire 

As an exception to the previous statement, an artillery check fire occurs if a friendly airstrike took 
place in the immediately preceding phase. The FDC orders all IF units to hold fire for this turn so 
as not to hit or otherwise interfere with the air unit. The missions are resumed in the first turn in 
which an airstrike does not take place. 


13.3.2 Firing the IF Mission 
Missions currently firing FFE will fire as many rounds as they can each turn within their ROF 
setting and quantity of guns until the full FFE quantity has been fired. Units currently firing 
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spotting rounds (SPOT) will fire a single round each turn until the mission accuracy is increased to 
above 8096, then they will switch to firing FFE. 


Once the IF message is displayed, the actual impact hex for each round will be highlighted in 
yellow. After a delay, the highlight color will turn to white. Units in the hex and losses are not 
shown for artillery fire - so that neither player can tell what nor how much the other player knows 
or if the firing player can see the hex with one of his units. 


Rolling barrage fire is handled just like normal DF, except that an entire row of hexes is hit by 
incoming rounds. Since such a large quantity of fire is involved (often several hundred rounds), 
the individual round impacts are not shown, and the distinctive whistle is only heard 5 times. 


Note that illumination rounds fired in this phase will be providing 10096 of their illumination 
potential during the upcoming DF phases. 


In cases where a spotting unit loses the LOS to the target, the mission may be cancelled or fired 
unspotted at the current target hex. The probability of cancellation vs. firing the mission unspotted 
is the force training level. The higher the training level, the higher the probability that the mission 
will be fired unspotted. 

13.3.3 Carpet Bombing and Barrages 

Carpet Bombing attacks and barrages are resolved during the Indirect Fire Phase. Losses from 
these activities are assessed immediately. 

13.4 CB FIRE PHASE 


Counter-Battery fire is directed against the enemy's off-map artillery units that have revealed their 
positions by firing. 


For each CB fire attack, a message will be displayed showing the number of points expended. The 
off-map target is not identified, and losses are not shown. 


13.5 AMBUSH DF PHASE 

In the AMBUSH DF phase, hidden friendly units (unsighted by the enemy) get a "first crack" at 
firing. Because losses are taken before the start of the regular DF phase, the ambushed units are 
affected by the combat results before they get a chance to return fire. 

Only unsighted units may open fire during the Ambush phase. Obviously, their targets must be 
sighted. Once a hidden unit has fired, it may cause the unit to be sighted by the enemy. If it is 
sighted, the effects will not take effect until the end of the turn. Thus, an ambushing unit cannot 
be "ambushed" itself, or even engaged by normal DF in the same turn it was revealed. 

The Ambush DF phase uses the normal DF messages and combat reports. 

Units under ambush DF may pop defensive smoke. 

13.6 DF PHASE 


In the DF Phase, all units that are currently sighted by the enemy have an opportunity to fire. The 
results of attacks in previous phases will affect the effectiveness of fire in this phase. 
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Units under DF may pop defensive smoke. 
13.7 MOVEMENT PHASE 


During the Movement phase, units will attempt to carry out their current movement orders. Units 
with a current move command of O, 4, 5, or 6 will not move. 


During the movement phase, moving units usually lose morale, and may also suffer breakdown 
losses. These losses are dependent on the speed of the unit, the weather conditions, and the 
overall force morale level. All losses are taken at the conclusion of the Movement phase. 


Units may also be involved in three types of combat: Mine attacks, Overrun, and Close combat. 
When one of these situations occurs, a message will be placed onto the screen (if the DETAIL level 
is set above 1). 


13.7.1 Blowing Bridges (Advanced) 

All bridge demolition attempts are conducted at the very beginning of the movement phase, before 
any units have moved. Players are cautioned that not all demolition attempts will be successful - 
So waiting until the "last minute" may have unfortunate consequences. 


13.7.2 Showing Movement 

In games where both sides are controlled by the computer, unit moves may be shown (hex by hex) 
during the activity phase. Just set the message detail level to 3 or 4. Otherwise, the computer 
units will not be shown unless firing (or being fired at). 


Іп one-player games, the human player's units’ movement may also be shown during the 
movement phase. Select OPTIONS from the Command Line Menu, and SHOW MOVEMENT to 
toggle this setting on and off as desired. 


13.7.3 Reinforcements (Advanced) 

Reinforcements for both forces enter the map at the conclusion of the movement phase. Stacking 
limits in the entry hex are always observed. If the placement of a unit іп the entry hex would 
cause an overstack, entry of the unit will be delayed until it can enter legally. 


13.7.4 Airdrops (Advanced) 

Airdrop (including glider) delivery occurs during the normal reinforcement phase. Parachute troops 
always spend at least one turn "in the air," and that units delivered by glider and parachute spend 
a few turns in a disorganized state. 


13.8 INTER-TURN PHASE 


The Inter-turn phase takes care of all the non-combat related results and prepares the map for the 
next turn. In situations where the "COMBATS IN A ROW" setting is greater than 1, the Inter-turn 
phase will occur every other DF sub-phase, for example, only after DF sub-phases one, three, and 
five. 


13.8.1 Reduce Suppression 

At this time, the suppression of each unit is reduced by 50%, or 25 points - whichever is greater. 
Suppression values may never be less than О, but may be as high as 200. So, it is possible that 
even at the conclusion of this phase a unit may still be fully suppressed (100%). 
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13.8.2 Forest Fires | 

In this phase, forest fires may increase in intensity and/or spread to adjacent hexes. Тһе ` 
probability of these situations occurring is dependent on the individual fire levels, and the wind 
conditions. 


At this time, units in hexes containing forest fires may involuntarily move to an adjacent hex. The 
move is made automatically, and is completely beyond the control of the owning player. 


13.8.3 Illumination 

Once the fires have had a chance to spread, the illumination values will be recalculated for next 
turn. Flare illumination levels are reduced 5096 (a minimum of 1 level), and added to any 
illumination provided by the fires. 


13.8.4 Smoke/Dust 

The wind conditions are now used to blow existing smoke and dust clouds over the map. 
Generally, these clouds will proceed along the wind direction, although strong winds may just 
disperse rather than spread the clouds. 


13.9 RESIGHTING PHASE 


To conclude the Action phase, every unit on the map now tries to sight every unit of the opposing 
force. During night games, all units that did not fire during the turn become automatically 
unsighted. Otherwise, sighted units retain their status until it is determined that no enemy units 
can spot them, when they become unsighted. 


In the Basic game, any unit that is currently sighted is automatically resighted if any enemy unit 
has а LOS to the unit. At other game levels, the entire sighting procedure described in PART II of 
this manual is used. 


A colored bar across the pop-up window marks the progress of the resighting activity. As in 
targeting, this process can take a little time, especially if the forces involved are large. 


In situations where the "COMBATS IN A ROW" setting is greater than 1, the Resighting Phase will 
occur every other phase - only after phases 1, 3, and 5. 


13.10 FAST TURN MODE 


The FAST TURN MODE is used to rapidly cycle through 5 or 10 turns without stopping. This 
mode may only be entered at the end of a turn in which no units have been sighted by either 
player. 


The FAST TURN MODE SELECTION MENU will appear automatically at the end of each turn in 
which the un-sighted unit conditions are met. From the menu, select either YES (5) or YES (10) to 
enable the fast mode for 5 or 10 turns, respectively, or NO (1) to continue to use the standard 
single turn format. 


If the FAST TURN MODE is used, the computer will run either 5 or 10 turns without stopping, 
unless a unit becomes sighted. During this time, neither player (including the computer) may issue 
orders, nor view the situation from the normal map. Each ACTIVITY PHASE will occur normally, in 
case any artillery or airstrike missions occur (since the targets may be unspotted). 
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When any unit becomes spotted by the enemy, the computer will automatically exit the FAST 
TURN MODE, and the normal single turn sequence will resume. 


SECTION 14: SAVE/EXIT THE GAME 


Once the Resighting phase has been completed (or the fast turn automatic sequence ends), the 
game may be saved. Saved games can be loaded later to continue where they were left. Or, just 
quit without saving. If you would like to save and/or exit the current game, select YES from the 
pop-up menu that appears. 


The game may be saved to either a new DISK FILE, or as a PBM/PBeM file. There is really no 
difference between these files, except for the name that the save file will be given. For ease of 
use, PBM/PBeM files are always named PBMFILE.OPS. 


When the game is exited, players will be allowed view the current victory points. lt is strongly 
suggested that this be done at the end of the game only. By examining these totals, it may be 
possible to get information about the enemy's force than is not otherwise apparent from the 
situation map. 


Games automatically end when the final turn has been reached. However, player(s) may continue 
past this point if they wish. 


SECTION 15: INFORMATION BOXES 
15.1 HEX INFORMATION BOXES 


The two hex information boxes are located at the bottom left of the monitor screen. These boxes 
contain information only when the flashing map cursor is active. They then display the 
characteristics about the current hex location. 


The left most box shows the basic hex information. The four digit hex number is at the top. The 
first two digits represent the hex's column, and the last two digits are the hex's row. Underneath 
the hex number, the hex's relative elevation is indicated in 10 meter levels, for example, L1 or L2. 
The primary terrain type is displayed next to the elevation. Any secondary terrain, such as 
buildings or craters, will be identified below the primary terrain type. At the very bottom of the 
box, small colored boxes highlight the levels of illumination (yellow), dust (brown), vehicle 
wreckage (black), and fire (red). 


Note that the total illumination level (in percent) of the hex is the "standard" game light level plus 
10 times the number of illumination points in the hex. However, the light level of a hex may never 
exceed 10096. 


Combat improvements, such as IP's and mines, and smoke levels are displayed in the other hex 
information box. Zero levels are not shown. When a casemate or pillbox is in the hex, an arrow 
indicating its facing will also be shown. 
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15.2 UNIT INFORMATION BOX 


The unit information box is located at the bottom center of the screen. Whenever the flashing map 
cursor is placed over a single unit or group of units located together, information on these units 
will be displayed in the unit information box. 


For single friendly units, the information is contained on 2 "pages." To switch between pages, use 
the «Page Up» and «Page Down? keys. Additionally, when а single unit's information is 
displayed, the «F3» key or RMB calls up detailed weapon information. 


Because of the "fog of war" feature inherent in Panthers, much less detail is available for enemy 
vs. friendly units. In fact, the only information that will be displayed is what would be visually 
observed in real life by friendly forces. Note that this means that information for unsighted or 
passenger enemy units will never appear on the screen, and no symbol will be displayed on the 
map. Only one page of information is available for enemy units. 


If more than one unit is located in the current hex, then a general list of all the units will be shown 
in the unit information box. Unloaded or carrier units are drawn in blue or red, while passenger 
units are shown in black. As before, unsighted enemy units will not be identified. 


When scrolling around the map, the mouse buttons may be used to bring up unit information for 
unit(s) in the current hex. For single units, clicking the RMB calls up the detailed WEAPON 
TECHNICAL DATA box. Clicking the LMB or CMB will cause the UNIT INFORMATION window to 
page up or down. 


For hexes with multiple units, clicking the LMB identifies the units. To get the detailed weapon 
information about a particular unit, highlight the unit and click the RMB. To remove the unit 
display, click the LMB on any unit line or the DONE (F1). 


15.2.1 Unit Info Box: Page 1 

For single friendly units, the first page contains the following information: the unit ID number 
(company, then platoon); the quantity and type of weapons remaining in the unit; the weapon 
type; the current facing direction; an indicator if the unit is loaded with another unit (LOAD) or a 
passenger (PSSGR); the unit morale (MRLE) value; the unit's current speed, adjusted for terrain, 
in Kph; the unit's current suppression level (SUP); the ROF that will be used to engage targets 
(М = Normal, L=Light, R=Rapid); the primary target type (ТСТ); the maximum default 
engagement range in meters (ENG RNG); and whether the unit will try to engage HQ units first 
(HQ'S 1ST). 


ADI ixPzSelb II го ги D 


MORL:81 SPEED:34 SUP: 0 ROF:N TGT:TNK 


| 


ENG RNG :3900m НО IST:N PGDN (F3-INFO) 


Some special codes are used for certain circumstances as outlined below: 
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15.2.2 Unit ID Codes 

Concerning the unit ID number, D/S platoons are identified as belonging to company "J," while the 
TF НО is shown as "ТЕ," and the Bn HQ's are given as "* 1," "*2," or "*3" for 1st battalion, 2nd 
battalion, and 3rd battalion HQ's, respectively. 


Detachments are identified by "DT." 


15.2.3 Unit Speed Codes 
The unit speed is normally shown as a numeric value in Kph. 


However, there are many special circumstances: 


"O*": The unit is currently stationary but has been given movement orders. The unit is merely 
waiting for the command delay to expire before beginning the execution of those orders. 


"OP": The unit has paused to fire at an enemy target. The unit will begin moving again 
automatically once it ceases firing. Alternately, setting the PAUSE TO ENGAGE value to NO or 
clearing the target will also cause the unit to begin moving. 


"B": The unit is backing up. 

"C": The unit is clearing an obstacle. 

"Immob": The unit is immobilized. 

"OL": The unit is stopped and is loading or unloading another unit. 


NOTE: The unit speed reflected in the UNIT INFORMATION box is determined using current values 
at the time the box is displayed. Thus, the speed shown may not correspond to how fast the unit 
is actually going to travel in the Movement Phase. In particular, the unit may take suppression 
and/or other effects in the Combat Phase affecting its speed in the subsequent Movement Phase. 


If you have units that show a speed greater than zero, but never seem to move, this could be what 
is happening (since suppression is adjusted AFTER the Movement Phase, but before the next 
Orders Phase). 


15.2.4 Unit Morale Codes 
Normally the morale is shown as a value between 1 and 100. Broken units, however, have their 
morale shown as either "BRO" for BROKEN ог "BER" for BERSERK. 


15.2.5 Special Combat Move Indicator 

If the unit is eligible for the special combat move (no delay) a "target" symbol will appears in the 
upper right corner. If the unit was actually fired at by enemy DF in the preceding turn, the "target" 
will be red. If the unit is nearby a unit under fire (but not under fire itself), the "target" will be 
black. 


15.2.6 Other Codes 
Several other codes will appear in the UNIT INFO box under special circumstances: 


"Out Of FOF": This indicates that the target of a unit in a casemate or pillbox has moved out of 
the allowed field of vision, and thus can no longer be engaged. 
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"In Air": This indicates a parachute-delivered unit has not yet hit the ground, and therefore is still 
floating down. 


"Disorg": The unit is Disorganized after a parachute or glider landing. 
"Smk": The unit is in at least partial cover behind a "popped" smoke screen. 


"Offmap": The unit is currently offmap. If the unit is a scheduled reinforcement, the turn of 
appearance and delivery method (Parachute, Glider, or Normal) is also shown. 


15.2.7 Enemy Units 

For enemy units, the approximate quantity of weapons in the unit is shown, along with the 
weapon type, the current facing, and the current observed speed. Just below this, the number of 
friendly units with this enemy unit as their DF target is shown. 


At the bottom, the observed (approximate) suppression level of the enemy unit is shown (SUP). A 
minus sign following the value means "less than," while a plus sign means "more than," i.e., "25-" 
means less than 25, and "50+" more than 50. To the right is an indication whether this enemy 
unit fired DF at any friendly unit last turn. 


15.2.8 Unit Info Box: Page 2 

Page two (friendly units only) lists the unit's current DF target (CUR TGT), the range to this target 
in meters, and the acquisition level (ACQUIRED). When a unit has lost the LOS to its DF target, 
"LOST LOS" will be displayed instead of the acquisition level (which becomes zero). 


Below this information, the current weapon being fired is identified (USING WPN), and the 
remaining quantities of ammunition for each type of round for this weapon are listed, separated by 
"|" Ammunition quantities shown are for the entire unit, where "999" denotes an unlimited 
quantity. The ammunition type highlighted is the one currently being used for DF. 


At the bottom, the range to higher HQ is shown in meters (used when determining the orders 
delay). 


TRRGET: NO CURRENT TARGET 


USING ИРМ: 1 AMMO: Den, 0/ 0/ 0 


There is no second page of information available for enemy units. 
15.3 WEAPON DETAILED INFORMATION BOXES 
There are three weapon detailed information boxes available. They are used to provide access to 


all of the various combat values and characteristics for every weapon in the game. These reports 
can be brought up for enemy and friendly units. 
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In addition to being available during the set-up and operations phases, these displays can be 
displayed during the unit selection process - either while over an existing unit box, or when 
selecting a weapon type. 


15.3.1 Weapon Technical Data Box 

The WEAPON TECHNICAL DATA box shows all of the physical values associated with a particular 
weapon system. These values include the weapon's name, type, armament, size, speed, loading 
characteristics, and organic (popped) smoke capability. 


The WEAPON TECHNICAL DATA box is accessed through 

"GEN" on the UNIT ORDERS menu, or by clicking the RMB or WEAPON TECHNICAL DATA 

hitting <F3> when over a unit. 
Pz VIE Tiger TANK 

15.3.2 Ammo Characteristics Box MAIN WEAPON 

The AMMO CHARACTERISTICS box is brought up by 88mm Кик 36 "x BANGE: 3900m 

selecting "WPN" from the UNIT ORDERS menu, or by $ 


pressing the RMB or <F3> while the WEAPON TECHNICAL OTHER HEAPONS | 
DATA box (above) is displayed. | 2 x 7.92me MMG | 


ARMOR (mm) 
This box gives the FRONI: 108 5102: 62 REAR: 87 
general characteristics FROM? TUR: 102 SIRE FUR! BL 
for the ammunition OTHER рата 
i] Ра ШЕ Tiger 88mm Кик 36 types that may be used RORD SPEED: 37 00 SPEED: 18 (KPH) 
| e. Rubus ege à by the weapon's primary FRONT SIZE: DE SIZE: 200(3Е» 
7.92nm MMG на MD WPH and secondary сен совре: - 1 томер 


i| MER АММО 1 armaments. Note that ьи 
MAIN APCRC 773 1020г € the primary weapon may 4% 
| НЕ esa Dees d have up to 4 ammunition 
S в types, while the secondary and tertiary have only one each. 


APCR 930 


) | At the top of the box, the main weapon system name is 
ij 2ND наам 725 5 shown (in black), with the primary armament to the right (in 
380 МОМЕ | red). The secondary gun is listed below the system name (in 
i blue), and the tertiary gun is under the primary (in black). 


The ammunition 
types are listed underneath the armament names. "MV" 
is the muzzle velocity in meters per second, "WGT" is the 
projectile weight in grams, and "АРЕ" is the shell's 
Anti-Personnel Factor. For HEAT rounds (only), the "APF" 
value is the normal armor penetration in mm. All HEAT 
warheads have an actual Anti-Personnel value of 5. 


15.3.3 Ammo Penetration Box 

The AMMO PENETRATION box is brought up by selecting 
"PEN" from the UNIT ORDERS menu, or by pressing the 
RMB or «F3» while the AMMO CHARACTERISTICS box 
(above) is displayed. 


300 1000 2000 3000 


; RANGE ІМ METERS 
The PENETRATION charts are designed to allow player to  : APCBC APOE 
get a feel for how well the various weapons perform, and : Е 
the advantages of each ammunition type. 
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The chart uses colored bars to indicate the penetration of each ammunition type at several 
different ranges. Each ammunition type is represented by a different color. The height of the 
colored bars corresponds to the penetration in mm (read against the left side of the graph). Some 
ammo types may have constant penetration at all ranges (HEAT and some HE), while others may 
have no penetration at all (ILLUM). 


SECTION 16: COMBAT REPORTS 


After a combat report is displayed on the screen, the program execution will halt for some length 
of time. The exact delay time depends on the MESSAGE DELAY setting. To skip the delay, hit 
any key (or click a mouse button). 


Depending on the MESSAGE DETAIL level (described previously), some messages may not be 
displayed. All of the reports appear in the UNIT INFO box at the bottom center of the screen. 


16.1 AIRSTRIKE REPORTS 


The initial airstrike report identifies the attacking force (by color: red or blue), the exact quantity 
and type of aircraft making the strike, and the flight path direction. 


During the strike, the air unit may take AA fire from the ground. Because this AA fire is always 
DF, the normal DF messages will be displayed. If the AA fire causes the air unit to abort the 
mission, messages to that effect will be shown. 


Depending on the weapon used, the air unit's attack on the ground units will be shown as either IF 
or DF. Bombs are treated as IF, while rockets, cannon, and MG's are resolved as DF. The 
appropriate messages for these attack types are displayed. 


16.2 IF REPORT 


Indirect Fire reports are very simple. They contain the attacking force name, the type of round 
fired (HE, INCEND, SMOKE, etc), and the hex number in which the round lands. For bombing 
attacks, the same message is used, except that the message will identify the weapon type as a 
BOMB. Each impacting round/bomb causes a new message. 


To preserve the fog of war, the actual results of each IF round (kills, damage, etc.) are NEVER 
shown. 


16.3 BARRAGE REPORT 

Unlike IF, only a single message is displayed when a barrage impacts, although literally hundreds of 
rounds are impacting across the map. The barrage message identifies the attacking player's force, 
the total number of barrage rounds impacting this turn, and the average number of shells landing 
per hex. 


As with regular IF, the actual results of the barrage are never shown. 
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16.4 CARPET BOMBING REPORT 


The carpet bombing report is similar to the Barrage report, in that only a single message is 
displayed for the entire attack. The impact hex of each "stick" of bombs (3-8 bombs) is 
highlighted in yellow. 


The actual combat results of the bombs are not shown to either player. 
16.5 DF REPORT 


The initial DF report identifies the firing unit and the target unit, using approximate unit quantities 
for both units. The firing weapon, ammunition type, and probability that a single round/burst will 
hit the target (ACCY) are also shown. Additionally, the units will be highlighted on the map - 
white for the firing unit, and yellow for the target. 


Depending on the DETAIL level, the results of each round may be displayed. Incoming rounds may 
score a DIRECT HIT, MISS, or SKIP. if the round scores a DIRECT HIT on an armored or semi- 
armored target, the result of the impact, along with the calculated round penetration, actual impact 
side, and effective armor thickness will be shown. The result of the DIRECT HIT may be: TARGET 
DESTROYED; TARGET DAMAGED; TARGET IMMOBILIZED; or CRITICAL HIT - TARGET 
DESTROYED. Against non-armored targets, the effective Anti-Personnel factor will usually be 
identified. Because troop losses are virtually impossible to determine precisely, the results will be 
shown as HEAVY LOSSES PROBABLE, LIGHT LOSSES PROBABLE, or UNKNOWN LOSSES. 


At the conclusion of the firing sequence, a summary of the action will be displayed. This summary 
lists the total number of rounds fired at the target, broken down into the number of hits and 
misses, and the resultant number of targets destroyed and damaged (or probable TOTAL losses 
against personnel). 


16.6 SURRENDER REPORT 


When a unit surrenders, either because of IF, DF, or a close combat, the surrender report will be 
displayed. This report shows the force nationality of the surrendering unit, along with it’s EXACT 
quantity and weapon type. The hex location is also shown, and the unit will be highlighted on the 
map (before being removed). 


16.7 MINE ATTACK REPORT 


Whenever a unit initiates a mine attack, this report will appear. Concurrently, the location of the 
minefield/unit will be highlighted on the screen. ІҒ the enemy player has at least one unit with a 
LOS to the location of the mine attack, the unit type will be identified. Otherwise, only a general 
message concerning a mine attack will be displayed. 


As each mine detonates, the results of the explosion will be shown on the screen. Normally, the 
moving unit will immediately halt in the minefield, although this is not always the case. If it does 
halt, the message "MOVING UNIT STOPPED IN MINEFIELD" will be displayed. 
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16.8 CLOSE COMBAT 


Close combat is used to describe a situation where units from opposing forces occupy the same or 
adjacent hexes. An overrun, made by moving vehicles, is a special type of close combat. The 
overrunning unit will keep moving. 


Like mine attacks, close combat occurs during the movement phase. The close combat message 
will identify the type of combat (Overrun or normal close combat), and the units involved. The 
units will also be highlighted on the screen. 


The DF report format is used to show the results of all close combat situations. 
16.9 AIRDROP REPORT 


The airdrop report is a simple statement that a force is bringing in troops by parachute and/or 
glider. To preserve the fog of war, quantity and location information on the various airdrops is not 
shown to either player. 


SECTION 17: PBM/PBeM GAMES 


PBM/PMeM players will follow a slightly different routine than that described above. The 
differences are in the set-up sequence and that the game is saved after each player turn. 


For convenience, the active PBM/PBeM transfer file is always named PBMFILE.OPS. So, when one 
player is finished with his turn, he merely sends this file (PBMFILE.OPS) to the other player. The 
file delivery method is completely at the discretion of the players, and can, for example, be via a 
diskette, BBS e-mail upload, or by direct modem transfer. The second player then just copies 
PBMFILE.OPS into his program directory and is ready to take his turn. 


17.1 PBM/PBeM SET-UP 


To begin a PBM/PBeM game, the first player will be responsible for setting up most of the force 
and game characteristics. In an attack/defend situation, the first player is always the defender. In 
a meeting engagement, the first player is always Player #1. 


To set up a new PBM/PBeM game, the first player should run the program normally and select the 
NEW GAME option. At this point he may select either a scenario or scratch game, both cases, 
both forces are HUMAN controlled. From the menu that follows the force set up, select the 
PBM/PBeM GAME option. 


From this point on, the first player sets up the weather and other characteristics as for a regular 
game, including selecting his force's units. However, instead of breaking to allow the second 
player to select his force units, the sequence will progress directly to the map set up phase. 


The first player now places his force on the map normally. At the conclusion of the set up phase, 
the game will be automatically saved to the file PBMFILE.OPS and the program execution will 
terminate and return to DOS. 


The first player now sends the PBMFILE.OPS to the second player. He loads the game using the 
procedures described below, and then selects and sets up his force. Once the force set up has 
been completed, the game will be saved (to PBMFILE.OPS), and the program will exit to DOS. 
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17.2 LOADING A PBM/PBeM GAME 


No special commands are needed to load a PBM/PBeM game. Just make sure that the file 
PBMFILE.OPS received from the other player is located in the same directory as the Panthers 
program files. 


Run the program normally by typing "Panthers." From the main menu, select LOAD A SAVED 
GAME. At the next menu prompt, choose the PBM/PBeM option. The PBM/PBeM game will be 
loaded automatically, and play begins from where the last player left off. If the file PBMFILE.OPS 
is not available, an error message will be displayed instead. 


17.3 SAVING A PBM/PBeM GAME 


PBM/PBeM games should be saved each and every time the SAVE/EXIT GAME menu is displayed. 
In the game sequence, this occurs after the first player's turn, and at the conclusion of the Activity 
phase. Once the file has been saved, the game should be exited. 


Because the first player does not witness the actual combat phase, he should always select to 
view the combat replay. 


17.4 PASSWORDS 


In all PBM/PBeM games, each player will be given the option of using а password. If a password is 
used, it prevents the opposing player from looking directly at the friendly force, or "running" the 
game ahead a few turns to see what might surface. 


Initially, passwords for each player are entered at the conclusion of the set-up phase. Passwords 
may be up to seven letters long, and can only be composed of letters A to Z. 


If a player has initially entered a password, he will be required to type in the password again at the 
beginning of each turn. If the password is not entered correctly, access to the current player turn 
will be denied. 


Do not forget your password! 
There is no way to go back and figure out what it is once the game is underway. You'll have to 


just start over. 
17.5 MULTIPLE PBM/PBeM GAME FILES 


If you are playing multiple PBM/PBeM games simultaneously, or want to save old files for later, you 
will need to rename the existing PBMFILE.OPS file. To rename a file, use the "COPY" command. 


For example, the current PBMFILE.OPS could be renamed "MIKE 1.IN" (for a turn 1 game file you 
just got from Mike) by entering the DOS command (from your Panthers directory): 


"COPY PBMFILE.OPS MIKE 1.IN «ENTER»." 


By using the "COPY" command (instead of "REN"), the original file is not modified in any way and 
may be loaded normally. But, make sure that you copy the file before running Panthers. 
Otherwise, when Panthers saves the game it will overwrite (and destroy) the existing 
PBMFILE.OPS. 
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PART И: TECHNICAL INFORMATION 


SECTION 18: UNIT WEAPON TYPES 


There are seventeen basic weapon/unit types used in this simulation. The types are generally | 
based upon the weapon or unit's primary mission and/or its specific capabilities. The weapon/unit 
type determines many of its combat and movement characteristics. 


Additionally, there are two categories of "modifications" that give some of the general weapon 
types increased capabilities. These modifications result in the sub-classes engineer vehicles and 
amphibious vehicles. 


Since differences of opinions exist in establishing the dividing lines between some of these 
categories, it seems best to start by providing definitions. This is not necessarily an authoritative 
list. However, this is how they are broken down in the simulation. 


18.1 TYPE 1 - TANK 


In this simulation, the tank type describes fully tracked armored vehicles with the main armament 
generally mounted in a turret. From an operational standpoint, like infantry, a tank's primary 
mission is in the front lines. In the attack, tanks assault and break through the enemy's line of 
resistance. In the defense, they prevent the enemy from achieving the same. Tanks primarily 
engage other tanks, or other targets that cannot be effectively handled by the infantry. 


18.2 TYPE 2 - APC 


The APC type encompasses all armored (not semi-armored) personnel carrier vehicles. During 
World War 11, most of these vehicles are half-tracked. While the primary missions of APC's are to 
transport troops and supplies, many APC models also mounted their own weapons. Some APC's 
are classified as assault guns or tank destroyers (with the appropriate weapons); then troop 
transport becomes a secondary mission. 


18.3 TYPE 3 - TANK DESTROYER 


Tank destroyers (TD) are very similar to tanks in that they are normally fully tracked armored 
vehicles. However, unlike tanks, the turret is optional. Apart from tanks, TD's often carry a high 
velocity gun. TD's have only one mission - to engage enemy tanks. 


18.4 TYPE 4 - RECONNAISSANCE 


Reconnaissance (Recon or Recn) includes tracked, half-tracked, and wheeled vehicles, as well as 
horse cavalry. Recon types are usually lightly armed, but are fast and agile. In this simulation, 
Recon weapons and units are defined purely by their mission. They primarily gather intelligence 
and information, but in a pinch may be used to maintain light contact with the enemy. 


Recon units should normally be assigned as D/S units, so they can benefit from the zero turn delay 
bonus. 


18.5 TYPE 5 - ARTILLERY 


Artillery (Arty or Aty) weapons are capable of both direct and indirect fire. Artillery is usually fired 
indirectly, both to increase the amount of supporting fire the guns can deliver, and to protect the 
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firing unit from enemy DF. Artillery may be towed or self-propelled (SP). SP weapons are usually 
semi-armored, with the gun mounted on a tracked carriage. 


In this simulation, light infantry guns (LIG) and recoilless (RCL) weapons are considered artillery 
and may fire IF. In reality, they were normally used for direct support and rarely fired IF. 


18.6 TYPE 6 - CARGO 


The cargo classification identifies trucks and horse drawn wagons designed to carry passengers 
and cargo. Normally, these vehicles are unarmed. 


18.7 ТУРЕ 7 - АА 


AA (anti-aircraft) weapons are primarily used to attack enemy aircraft, although they often аге 
effective against ground targets as well. This distinction depends solely upon the weapon's 
primary mission and the availability of special AA sighting devices. This distinction is important 
because some AA weapons were used almost exclusively in a ground role, such as the German 
88. " 


18.8 TYPE 8- PERSONNEL 


Personnel describes the various types of ground troops, including ski, engineer (assault and 
combat), and heavy weapons formations. Personnel are armed with a variety of small arms, 
machine guns, and anti-tank weapons. 


18.9 TYPE 9 - MORTAR 


Mortars are high angle, indirectly fired, crew served weapons. Compared to artillery, mortars 
generally have a higher rate of fire, but a shorter range and are less accurate. Most mortars are 
man-portable. Mortars occupy personnel IP's, and are loaded using personnel points. 


18.10 TYPE 10 - ROCKET 


Rocket projectiles are unguided, indirectly fired weapons. They fire many warheads quickly, and 
are thus very effective at saturating a target. After firing, rocket units experience a delay (2 turns) 
in reloading. Rocket missions are always fired unspotted and impact in a wide (+/- 200 meters) 
area. 


18.11 TYPE 11 - ASSAULT GUN 

Assault Guns (AG or Asslt Gun) are very similar to SP artillery, except that they are fully armored 
and may not use IF. Generally, Assault Guns provide close support for infantry or mixed force 
units. 

18.12 ТҮРЕ 12 - АМТІ-ТАМК 


Тһе Anti-tank (AT) type refers only to high velocity guns used almost exclusively to engage enemy 
armor. AT guns may only fire DF, and must be towed by another unit. 


18.13 TYPE 13 - AIR 


This classification refers to both strike and observation aircraft. 
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18.14 TYPE 14 - NAVAL 


Naval units include landing craft and other warships. On-map naval units are restricted to deep 
water hexes. Naval off-shore support is treated as off-map artillery. 


18.15 TYPE 15 - FLAME TANK 


Flame tanks are simply tanks armed with a flamethrower. Normally, the flamethrower replaces the 
standard main weapon. 


18.16 TYPE 16 - BARRAGE/CARPET BOMBING 


Barrages and carpet bombing are events which place tremendous amounts of explosives on a very 
large (compared to DF or IF) target area. Literally hundreds of guns or bombers participate in these 
attacks, which can last several hours. Because of these characteristics, in Panthers barrages and 
carpet bombing are generalized more than other types of fire. 


18.16.1 Rolling Barrage 

The barrage is a special "abstract" unit type, consisting of dozens of artillery batteries. Rolling 
barrage units fire a preplanned "curtain of fire" in front of advancing troops. At set times, the fire 
lifts and shifts ("walks") to keep in front of friendly forces as they move forward. Rolling barrage 
fire is completely out of the control of the human players. 


18.16.2 Carpet Bombing 

Carpet bombing is the concentrated (in time and space) application of heavy bombing, designed to 
"blast" a gap through the enemy line. The first major carpet bombing attack occurred as part of 
operation Cobra - the Allied breakout from the Normandy lodgement area. This attack included 
1500 heavy bombers, 380 medium bombers, and 560 tactical bombers. 


The results of carpet bombing were mixed. On the positive side, enemy forces were virtually 
destroyed in the target area. And, the few survivors were normally incapable of offering much 
resistance for hours or even days afterwards. However, the bombing had serious negative 
consequences as well. The bombs cratered the ground, turned buildings and villages into rubble, 
and started fires. All of which worked to greatly slow the advancing forces. Of a more tragic 
nature, some percentage of the bombs would invariably fall on the friendly side of the line, causing 
casualties and confusion. 


Despite the drawbacks, carpet bombing was used by the Allies several times after Cobra, although 
on a more limited scale. In Panthers, a carpet bombing attack consists of about 1000 aircraft - 
650 heavy bombers, 150 medium bombers, and 200 tactical bombers. 


18.17 SMOKE GENERATORS 


Smoke generator units create dense smoke screens. Normally, these screens are used to hide 
friendly units from enemy fire when crossing obstacles, or when the enemy's weapons have much 
greater range. 


18.18 ENGINEERING VEHICLES 


This sub-class of units contain a number of tanks which were converted into earthmoving and 
other specialized engineering vehicles. Bulldozer blades were added for earthmoving tasks and 
rubble clearance, flails to clear mines, and the Cullin Hedgerow device (plow) to break through the 
bocage. 
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In general, the tanks retain their main armament and other combat characteristics. However, in 
some cases, the engineering vehicles were customized further by significant alterations - such as 
the removal of the turret. 


18.19 AMPHIBIOUS VEHICLES 


Amphibious vehicles move on both land and water. On land, they are treated as normal tracked or 
wheeled vehicles. In the water, they use a special speed rating and are treated as naval units. 


Amphibious vehicles in Panthers include: the German Tauchpanzers and Schwimmers, and the 
Allied AMTRACKS, DUKWSs, DD tanks, and others. 


SECTION 19: MORALE 


Morale is a key concept to the operation of this simulation. In essence, morale represents a 
combination of a unit's willingness to fight. 


Each unit in the simulation maintains its own individual morale level. This level is constantly 
adjusted as the unit moves, fires, is fired at, and otherwise participates in the battle. 


19.1 NORMAL CONDITIONS 


Under normal conditions, the unit's morale level affects how fast it will carry out orders, and how 
effective the unit will be in combat. Virtually every facet of this simulation is influenced by a unit's 
morale - from when the unit is trying to sight other units (or be sighted by the enemy) to the 
accuracy of its fire. 


19.2 LOW MORALE 


Units with low morale are more often than not almost completely ineffective in combat. They have 
slow and inaccurate fire (if they fire at all), and surrender or break easily - often the very next time 
they take enemy fire. 


Low morale is a morale value either less than 1596 of the initial force morale level or 10, whichever 
is greater. Also, low morale can be caused by heavy losses in a single turn - more than 5096 of 
the initial force level. 


Units with low morale must be subjected to enemy fire to surrender or break. The formula that 
determines whether a unit will surrender, break, or remain normal is based upon several factors: 
the morale losses for the turn; the initial force morale level; the unit's current morale level; the 
distance to the closest enemy units; and whether or not the unit is currently broken. 


19.3 BREAKING 


Breaking is a general term used to describe a situation when a unit loses control of itself, becoming 
ruled by emotion rather than orders and duty. When a unit breaks, among other things, it will 
ignore its existing orders and refuse to accept new ones. 


Units are subject to break whenever their morale is reduced below one third of the force's initial 
value, and they received enemy fire in the previous DF fire phase. The probability of an individual 
unit breaking is inversely proportional to the initial force morale level, and the current morale of the 
unit. 
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A unit that breaks is classified as either BERSERK or BROKEN. Units are usually far more likely to 
become BROKEN than BERSERK, but the actual probability depends on the individual unit's 
situation. 


19.3.1 BERSERK Effects 

BERSERK units become possessed by an uncontrollable desire to close with and destroy the 
enemy. When a unit goes BERSERK, it will immediately move toward an enemy unit (within range) 
or the enemy edge of the map at full speed. Generally, BERSERK units will move an average of 6 
hexes before coming to a halt. BERSERK units will always fire at any available target using its 
maximum ROF. 


If any carrier unit goes BERSERK, its passengers each have a 5096 chance of becoming BROKEN, 
and a 2596 chance of going BERSERK. 


19.3.2 BROKEN Effects 

BROKEN units, opposite of BERSERK ones, want to get out of the way of the battle as quickly as 
possible. They will retreat toward the friendly map edge at full speed, trying to find cover and 
concealment. BROKEN units move an average of 8 hexes before stopping. BROKEN units will not 
engage enemy forces unless engaged themselves, and will always fire with the minimum ROF. 


If a carrier unit becomes BROKEN, its passenger units each have a 7596 chance of becoming 
BROKEN as well. 


19.4 RECOVERY 
Recovery occurs when a broken unit regains control of itself, and once again will accept orders. 


Only non-moving units that were not fired at by the enemy last turn are eligible for recovery. The 
probability that an eligible unit will recover is 1/4 of the force's initial morale value. A bonus is 
added for the cover and concealment value of the hex in which the unit is located. 


Once a unit has recovered, it is treated just like any other unbroken unit and can be given orders 
normally. Upon recovery, its morale value will be set at 1/3 of the initial force level plus 1. So, be 
careful. Newly recovered units are prime candidates to break again if subjected to more enemy 
fire. 


19.5 SURRENDER 


Units with low morale levels may surrender instead of breaking. When a unit surrenders, it is 
immediately removed from the game. 


Any unit with morale below 1/4 the initial force level is subject to surrendering. Generally, units 
will not surrender unless they took direct fire in the previous turn. This is not to say that they will 
never surrender from mine or artillery attacks alone, just that the chance is much less. 


Units must surrender to a KNOWN nearby enemy unit. If no known enemy unit is within about 
500 meters, the unit will break instead. Units are much more likely to surrender to enemy troops 
than vehicles. 


Units that are currently BROKEN have a much higher chance of surrendering than unbroken ones. 
BERSERK units rarely surrender. 


Surrendering units add double Victory Points to the enemy player's VP Total. 
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When a loaded carrier surrenders, any loaded passenger units surrender as well. 
19.6 MORALE ADJUSTMENTS 


Unit morale levels are constantly adjusted to account for conditions. A unit's morale may never 
exceed 100, or 11096 of the initial force value (whichever is less). 


19.6.1 Increases 
Morale is increased at the end of each turn for all units that did not move and were not fired on by 
the enemy. Morale is also increased for each enemy vehicle or gun destroyed by a unit's DF fire. 


19.6.2 Decreases 

Unit morale is decreased each time it receives enemy fire (IF or DF), takes losses, or has a HQ in 
its chain of command destroyed. Morale is also decreased when the unit "sees" another unit in 
the same or adjacent hex taking losses. Morale losses from enemy fire and its results are reduced 
by an IP or a terrain type that provides cover. 


When a friendly strike aircraft is shot down on its target run, all units on the map are subjected to 
a random, but usually small, morale drop. 


Movement also reduces unit morale, with the exact amount depending on the speed value, 
temperature, and terrain being crossed. Passenger units never suffer morale losses from 
movement. 


SECTION 20: ORDERS DELAY 


There is a delay for movement and fire support between the time the orders are issued and when 
they are executed. This delay represents the duration necessary for the order to be passed 
through the chain of command before being received (and perhaps deciphered and acknowledged) 
by the final line unit. 


The minimum possible delay for a non-HQ unit is 2 turns (minutes). No order can ever be delivered 
faster than this. The maximum delay is 15 turns, which represents using courier and/or hand 
signalling methods to pass the message. 


The length of the delay is determined separately for each situation, and is based upon the 
considerations outlined below. 


20.1 STANDARD FORCE DELAY 

The standard force delay is a measure of how well a force is equipped and trained to communicate 
within itself. The more radios (and trained operators) the force has, the lower the standard delay 
will be. 


The standard force delay is calculated as the force communication level divided by 10 (may or may 
not be rounded off) + 2. 


If the original TF HQ has been destroyed, the standard force delay is doubled. If the TF HQ and all 
of the Bn HQ's have been destroyed, the delay is quadrupled. 


Night conditions increase the standard delay value by 2. 
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20.2 CHAIN OF COMMAND 


In most circumstances orders must go through the entire chain of command to reach their 
destination. An order starts at the TF HO and proceeds down through the layers of Bn and Co HO 
units to the final line unit. For example, to give an order to unit A3, the order would start at the 
TF HQ and be passed down to the 1st Bn НО, which then sends it on to A Co НО, which finally 
delivers it to A3. Obviously, this dissemination can be quite time consuming and is the reason for 
the orders delay. 


If the final unit happens to Бе а HO unit (including the TF НО), the chain of command delay will 
stop as soon as that НО has received the order. For this reason, НО units always have the 
shortest delays, and should be used whenever possible to call for fire support. 


Because of the way in which the chain of command delays operate, it pays to keep individual 
companies in a compact mass. Otherwise, if the platoons are spread out, it will be almost 
impossible to control them effectively. 


20.2.1 General Chain of Command Delay Calculation 
The chain of command delay for a unit is calculated as a series of 
individual steps back to the TF HQ. Each step has a "standard" delay time, which is then adjusted 
depending on circumstances. For example, from the line platoon "A1", the delay would be 
calculated as the sum of three steps: 

1). from "A1" back to "AO" (it'S company НО) 

2). from "AO" back to "*1" (1st Bn НО) 

3). from "*1" to the TF НО. 


20.2.2 Acting HQ's 

A unit may be "promoted" or be assigned multiple НО functions as required to fill gaps left by 
combat losses. The "replacement" НО is known as an acting HO. As an example, unit "A1" 
becomes the A Company HQ when the normal HQ (АО) has been destroyed. Similarly, a company 
HQ may also be an acting Bn HQ when the normal Bn HQ has been destroyed. Line units 
(numbered 1-9) will take over HQ functions as required, in their number sequence. 


Acting HQ's are selected using the following order of precedence: 

Battalion НО“5: 1st Bn, 2nd Bn, 3rd Bn; 

Company HQ's: АО, BO, CO, ... ; 

Line Units: А1, А2, A3, ... , B1, B2, ВЗ, ... 
An acting НО must belong to the same formation as the НО being taking over. For example, when 
a Battalion НО is being replaced, the acting НО must be in one of the companies assigned to that 
battalion. Likewise, only units from the same company may replace a company HQ. 
D/S (J Company) units will never be assigned as an acting HQ under any circumstances. 
In cases with acting HQ units, there is going to be some degradation in the smooth operation of 


the chain of command. То reflect this, additional delay penalties are added - as detailed in the 
appropriate subsections below. 
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STANDARD DELAY AMOUNTS IN THE CHAIN OF COMMAND 
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20.2.3 Battalion HQ 


The standard force delay time is used as the time required for the order to be transmitted from the 
TF НО to the Battalion level HQ. 


If the Battalion HQ is really a company HO acting as a Bn HO, the time is doubled. 


If the Bn HQ is located over 3500 meters from the TF HQ, one turn will be added for each 
additional 500 meters distance. 


The battalion Chain of Command is structured along historical lines. 
Except for two special cases, the chain of command appears: 

1st battalion (* 1) HQ: A, B, C Companies 

2nd battalion (*2) HQ: D, E, F Companies 

3rd battalion (*3) HQ: 6, Н, | Companies 


The first exception is if the force contains a total of 4 companies. In this case A and B company 
are under the 1st Battalion, while C and D are assigned to the 2nd Battalion. 


The other exception is for a force of 7 companies, where A, B, and C 
are 1st Battalion, D and E are 2nd Battalion, and F and G are 3rd 
Battalion. 


Players should remember these arrangements during the initial force 
selection phase. 


20.2.4 Company HQ 
It takes one turn for the command to be transmitted from the Bn to Co НО. 


If the Co HQ is more than 800 meters from the Bn HQ, one turn will be added for each additional 
300 meters. 
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If a company НО is acting as the battalion HO, one turn is added to the delay for this step. If a 
line unit (#1-9) is acting as the Battalion НО, two turns are added. 


20.2.5 Line Unit | | ке 
One additional turn is expended in transmitting the order to the line unit. If the line unit is more 
than 400 meters from the company HQ, one turn is added for each additional 250 meters. 


If the line unit is acting as the company HO, two turns are added to the delay. 


DIS units are always directly under the TF НО in the chain of command. Іп effect, the TF НО is 
also their Co HQ. As such, D/S units respond very quickly and effectively when they are located 
close to the TF HQ. Once they have moved more than 2000 meters away, they are almost 
impossible to control. Keep these characteristics in mind when setting up the initial force structure 
and reserves. 


20.3 AIR/RECON UNIT BONUS 


Air units were almost universally equipped with radios, or they had developed effective visual 
means of communication. 


To reflect this, spotting air units execute movement orders without waiting for any delay. Further, 
when a spotting unit calls for artillery fire, a reduced delay is used, as described in the next 
chapter. 


Likewise, airstrikes are always given the standard force delay before mission execution. 


Recon type units assigned directly to the task force НО (as a D/S unit), receive the same delay 
reduction bonus as aircraft, for the same reasons. Recon units assigned to a lettered line company 
do not receive any bonus, and use the standard delay for the company. 


20.4 FIRE SUPPORT DELAY 
The delay for fire support depends on the target type, and the calling unit. 


The calling procedure is similar to that for other orders, only slightly more complicated. А calling 
unit initially relays its fire support request up to the TF HQ (using the normal chain of command 
procedures), which sends the request to the FDC. Once the FDC receives the mission, it alerts the 
firing artillery unit. This unit must verify the aiming and propellant charge information and lay the 
guns (if it is not firing or setting up for another fire mission). Only then can the mission be fired. 


For spotted fire, the delay is only applied before the start of the mission, not between each 
spotting round. The reason is that once the mission starts, the artillery unit and spotting unit are 
linked on the same net. 


Once in the queue, mission delays are reduced by 1 each turn, unless the scheduled artillery unit is 
moving, broken, or firing DF. In these cases, the mission delay remains unchanged until the 
artillery unit'S status changes. At that point, the delay countdown resumes normally. 


20.4.1 PPD Targets 

Fire on PPD targets is the quickest fire support available. If the calling unit is a spotter aircraft, the 
delay is merely the standard force delay. Otherwise, the delay will be the chain of command delay 
for the calling unit. 
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The minimum delay for a PPD mission is 2 turns. The maximum delay is 12 turns. 


20.4.2 Non-PPD Targets 
If the calling unit is a spotter aircraft, the delay is the standard force delay + 2. Otherwise, the 
delay is the calling unit'S movement delay + the standard force delay. 


The minimum delay is 3 turns, the maximum 15. 


20.4.3 HQ/Same Co Bonus 
When the calling unit is a HQ unit, a special bonus is subtracted from the delay. For Co HQ's the 
delay is reduced by 2, while a Bn or TF HQ subtracts 3. 


If the firing unit and the calling unit are in the same line company (not D/S units), an additional 2 
turns are subtracted from the delay 


The delay may never be reduced below the absolute minimum values for each target type 
described above. 


20.5 UNITS AT SEA 


Naval and amphibious units "at sea" have zero delay. For naval units, this reflects the fact that 
they had good communications equipment. Concerning amphibious units, they move so slowly in 
the water that the delay is effectively zero (the command would arrive before the unit moved more 
than 100 meters or so). 


SECTION 21: DETACHMENTS 


Detachments are fragments of platoons or sections sent out to operate independently. 
Detachments are out of the normal chain of command, and are instead attached directly to the TF 
НО. In the Advanced game, detachments can be given targeting instructions. 


There are two primary reasons for creating and placing detachments, both of which apply mainly 
to the defense. First, detachments can be placed forward of the friendly start line to provide 
advanced warning of the enemy attack formations. Second, because the detachments can be very 
small, they can be very difficult for the enemy to spot. 


Detachments are also very good for spreading out the defensive forces across the map. For 
example, a single infantry company in platoon formations cannot defend more than about 600 
meters of front effectively. However, if the platoons detach a few squad sized elements, the 
formations can be interspersed to stretch the line to 1000 meters or more. The same principles 
apply to vehicles and guns. Even if one tank platoon is broken into detachments, it can provide 
several infantry platoons with fire support. 


Other than these considerations, there are no hard and fast rules about using detachments. The 


main point is to make sure that however the detachments are created and placed, they fit into the 
overall defensive scheme. 
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SECTION 22: THE LOS 


The LOS is simply a straight line (in three dimensions) between a spotting location, and some other 
point (target) on the map. In this simulation, the exact LOS position (horizontal, vertical, and 
height) is calculated to within 1 meter along its entire length. The LOS at each point may be 
partially degraded or blocked. The effects of each separate encounter are cumulative for the entire 
LOS. 


22.1 MAX SIGHTING RANGE 


The MAX SIGHTING RANGE is the absolute farthest distance a unit may distinguish terrain, units, 
or any other feature. This range is determined by the atmospheric conditions over the battlefield 
such as haze, rain, fog and snow. The MAX SIGHTING RANGE may never exceed 10,000 meters. 


The general default MAX SIGHTING RANGE values are: 


CLEAR: 3,000 to 8,000 meters 
RAIN: 1,000 to 2500 meters 
HEAVY RAIN: 500 to 1500 meters 
FOG: 200 to 800 meters 
SNOW: 1000 to 2000 meters 
HEAVY SNOW: 300 to 1000 meters 
OVERCAST: 2500 to 5000 meters 


22.2 BLOCK POINTS 


BLOCK POINTS represent conditions that interfere with, but do not necessarily completely block a 
LOS. This interference is represented by the assignment of BLOCK POINTS to the LOS. 


Each BLOCK POINT represents a 1096 degradation in the LOS, so that 10 BLOCK POINTS 
completely (100%) block the LOS. The effects of BLOCK POINTS are cumulative along the length 
of the LOS. 


The features that add LOS BLOCK POINTS are listed below. 


22.2.1 LOS Range 

At a distance equal to the MAX SIGHTING RANGE, 8 BLOCK POINTS will be added to the LOS. 
At ranges less than the MAX SIGHTING RANGE, BLOCK POINTS are added proportionally. For 
example, if the MAX SIGHTING RANGE is 8,000 meters, each 1,000 meters of range along the 
LOS will add 1 BLOCK POINT. An LOS going out 3,000 meters will have 3 BLOCK POINTS added 
because of the range. 


22.2.2 Terrain 

With the three exceptions of Clear, Marsh, and Craters, every terrain type that an LOS passes 
through (in 3 dimensions) will add BLOCK POINTS to the LOS. The exact number of BLOCK 
POINTS added by each type of terrain is shown in the Terrain Effects Chart. 


If the blocking terrain is in the spotting hex, only 6096 or the normal BLOCK POINT value will be 
added to the LOS. If the terrain is in the target hex, 70% of the standard value will be used. 


If there are two types of blocking terrain in a hex, the BLOCK POINTS added will be 7596 of the 
worst terrain, plus 5096 of the other. 
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TERRAIN EFFECTS ON THE LOS 
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22.2.3 Terrain Heights Above Ground Level 

Because the LOS is a line in 3 dimensional space, the height of the various obstacles is important 
to see if the actually goes through them. For example, an LOS might pass over crops without any 
degradation, but might be blocked if the hex were woods instead. 


The AGL heights of the terrain LOS obstacles are shown in the chart above. 


22.2.4 Hexside Obstacles 

Bocage, the infamous "Normandy Hedgerows", is represented in Panthers as a hexside obstacle. 
Bocage consists of a mound of earth a few feet high and 10 or more feet thick. On top is an 
extremely dense growth of hedge. For all intents and purposes, the things were "impenetrable". 


In Panthers, bocage extends 3 meters above the terrain level, and will completely block the LOS if 
it passes through. 


22.3 ELEVATION 


Hex elevations can completely block an LOS. An LOS which passes through a hex with a greater 
elevation than the LOS (at that point) will be blocked. 


Where the level between adjacent hexes drops by 2 or more, (an embankment or cliff), one or 
more hexes may be to be hidden. Otherwise, elevation drops are "smoothed out" and do not 
produce blind spots. 


Each elevation level represents 10 meters (about 33 feet) of elevation. 
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22.4 SMOKE/DUST 


Smoke and dust are treated identically for LOS purposes. The smoke and dust clouds rise to 100 
meters above the hex elevation. Each point of smoke or dust adds one BLOCK POINT to the LOS. 


22.5 LIGHT LEVEL 


If the illumination level in the target hex is less than 10096, BLOCK POINTS may be assessed. On 
average, 1 point is added for each multiple of 2096 the illumination level is under 100%. Note that 
this degradation uses the specific target HEX illumination value only, and not the general light 
situation. 


SECTION 23: SIGHTING ENEMY UNITS 


During the game, enemy units must be sighted before they will be shown on the map, or engaged 
by DF. 


Sighting between units is never automatic, but is always determined by the calculation of a 
sighting probability. During the day, a 150 square foot target in clear terrain at a distance of 1000 
meters with zero LOS degradation will be spotted 9096 of the time. At night this probability is 
reduced to 3096. 


The base probability is then adjusted for all of the particular conditions of the sighting attempt, as 
described below. While the probability may rise above 10096 during the calculation, the final value 
must be between 0% and 9596. A random number is generated between 1 and 100, and if the 
number is less than or equal to the probability, then the sighting attempt is successful. 


23.1 LOS 


When determining the sighting between units, the normal LOS routines are used. The sighting LOS 
begins in the exact center of the spotting hex, and stops at the exact center of the target hex. 


If one of the units is an aircraft, the aircraft elevation (hex ground level + 100 meters) is used for 
the elevation of the LOS at that terminus. Otherwise, the normal hex elevations are used for both 
ends. 


In the Basic game, no other calculations are performed on the spotting probability. Only LOS 
degradation affects sighting. 


The following sections reference various values for terrain types. These values can be found in the 
TEC Appendix of the manual. 


23.2 TERRAIN FLUCTUATIONS 


Over long distances, random fluctuations of even a meter or two can create pockets that hide units 
from view. To account for these fluctuations, the effective size of the target may be reduced if it 
is determined to lie in a random pockets. The probability that the unit is in a pocket starts at 596 
at 1500 meters, and increases linearly to 9596 at 8,000 meters or more. 


If the target is shielded from view by a random fluctuation, the target size will be reduced by at 
least 50%. 
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Terrain fluctuations are determined for each sighting attempt individually. A particular target, in a 
pocket for one attempt, may not be in one on the next try. 


23.3 DAWN/DUSK 


If the TIME OF DAY is dawn or dusk, the spotting probability is reduced randomly up to 4096 due 
to shadows and other effects. This effect is especially pronounced if the target unit occupies 
terrain with high LOS blocking values. 


23.4 TARGET CONSIDERATIONS 


Once the base probability has been determined from the LOS and time of day considerations, it is 
further adjusted for the target conditions. 


23.4.1 Air Unit 

If the target unit is an aircraft unit, the base probability before time of day effects is never less 
than 10096 at ranges less than 3000 meters. At ranges greater than 3000 meters, the base 
probability is never less than 160-(0.015 x range). 


23.4.2 Target Size 

For this adjustment, an apparent target size is calculated, which is a measure of how big the target 
appears to the sighting unit (in square degrees). This is not a simple calculation for non-personnel 
targets, and uses both the facing of the target and the range. 


The range is used for obvious reasons, since things appear smaller at farther distances. Facing is 
important because units are very rarely seen directly head or side on. From an angle, a little of 
two sides are seen together to form the complete picture. This simulation determines the target 
size from the perspective of the spotting unit. It calculates the apparent size of each side - based 
upon its angle relative to the viewer, and then adds to arrive at the final value. For situations 
where the spotting unit is at a higher elevation than the target, the top of the vehicle is used. 


If the target unit is occupying an IP, then its apparent size will be reduced by up to 2/3, depending 
on the IP level. 


The calculated apparent target size is then compared to the apparent size of the "standard" 150 
sq. ft. target at 1000 meters (which is about 0.0454 square degrees). If the apparent target size 
is larger, the probability is increased, otherwise it is reduced. 


23.4.3 Target Quantity 

As the quantity of troops/ vehicles in a target hex increases, so does the chances of spotting. On 
average, each vehicle target adds 3096 of the current spotting probability, while each soldier adds 
396. Guns fall in the middle, with mortars adding 5-10% each, and artillery pieces 15-20%. Note 
that these additions are not absolute, but relative. For example, if the probability of spotting a 
single vehicle is calculated to be 5096, the probability of spotting two vehicles is 6596 (5096 + 
(3096 of 5096)), not 8096. 


This calculation is not based on the actual quantity of the target unit, but rather on the known 
quantity - which is also the quantity used for enemy UNIT INFO displays. 


23.4.4 Concealment 

Besides affecting the determination of the known unit quantity, certain terrain types have 
additional concealment effects for stationary units that did not fire in the previous phase. Moving 
or firing units never receive concealment benefits. 
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The terrain concealment values are absolute percentages (adjusted for range) which are added or 
subtracted from the spotting probability. For example, if the spotting probability for a vehicle unit 
target in woods is 6096 and the range is 1000 meters (the base range), the probability will be 
reduced 2596 to 3596. 


The concealment values in the TEC are given for a range of 1000 meters. At ranges less than 
1000 meters, the percentages decrease proportionally to O96 (no effect) at 100 meters. At greater 
than 1000 meters, the values increase by the same proportion. Note that concealment values may 
be greater than 100. In these cases, or whenever the concealment is greater than the base 
spotting probability, it will be impossible to sight the target unit. 


23.4.5 Speed 

The target unit's speed is calculated as an apparent traverse as seen by the spotting unit. For 
example, a target coming straight at a spotter will have very little apparent speed, compared to 
one moving perpendicularly to the spotter-target LOS. This is true, even if the first unit is actually 
moving faster. 


The speed is calculated as a traverse across the spotter's field of vision in degrees of arc per 
second. This calculation is based upon the actual ground speed of the target unit, and its direction 
relative to the spotter unit. 


Although the actual relationship is exponential (the greater the traverse, the greater the increase in 
incremental probability), generally each 1/60th of a degree per second of traverse increases the 
sighting probability by 196. 


23.4.6 Currently Sighted. 

If the target unit is currently sighted, the spotting probability is increased absolutely by (10,000 - 
range)/200. As an example, the target unit (which fired last turn) is at 1000 meters and the 
current sighting probability is 3096. The probability would be increased 4596 (9000/200) to 7596. 


In night situations (only), this adjustment is used less frequently. Units become automatically 
unsighted at the end of the DF if they did not fire. 


23.4.7 Illumination Level 

In night and dawn/dusk situations, the spotting probability may be affected by the illumination level 
in the hex. At night, the probability is increased 5% for each illumination level (each illumination 
level adds 10% light to the hex). During other times, the probability is decreased by (100 - hex 
light)/2, where the hex light is the light level plus any hex illumination. 


Remember that the light level is not the same as the illumination level. The light level was set at 
the very beginning of the game, and is the same for every hex on the map. It represents the 
ambient light from the sky, sun or moon. Illumination, on the other hand, is artificially created 
light, and is limited to a single hex. Illumination is caused by flares, incendiaries, forest fires, and 
wrecks. Each illumination level is equal to a 10% increase in the light level of a hex. 


23.4.8 Morale 

The morale level is a reflection of a unit’s state of discipline, which in turn measures how well a 
unit can camouflage itself and remain hidden. Units with high morale do not move and are 
meticulous with camouflage. On the other hand, undisciplined troops that are moving about or just 
generally careless, are more apt to give their position away. 
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If the target unit’s morale is below 60, the probability of it being spotted is increased by 60 minus 
the morale value. Thus, if the morale level was 50, the sighting probability would be increased by 
1096. 


23.4.9 Fired During Turn 

If the target unit fired in the preceding turn (either IF or DF), the probability of it being resighted is 
doubled. Additionally, the overall probability of sighting a unit that fired can never be below 3096 
of the base value (after counting the LOS). 


In addition to having their sighting probability doubled, units that fired in the preceding turn have 
their sighting probability increased further as follows: 


Personnel +15% 
Guns +30% 
Vehicles +50% 
Aircraft x2 


23.4.10 Target Silhouetted 

Targets may be silhouetted against the sky or background as seen by the firing unit (see the 
section on the LOS determination). On average, if the target is silhouetted the sighting probability 
is doubled. However, this effect is reduced for units in level 1 and level 2 IP's. 


23.4.11 Targets In Water Hexes 
If the target unit is in a water hex (deep or shallow), the sighting probability is increased by 30096. 
This probability increase applies to landing craft, as well as amphibious units. 


23.5 SPOTTER CONSIDERATIONS 


Just as for the target unit, the current situation of the spotting unit affects its ability to find enemy 
units. 


23.5.1 Suppression/Enemy Fire 

If the spotting unit is partially suppressed due to enemy fire, it will reduce the chances of it 
spotting enemy units. If the suppression level of the spotting unit is greater than zero, for most 
units the reduction is equal to 20 plus the suppression level. 


23.5.2 Movement 

If the spotting unit is moving, the spotting probability is reduced by 1/2 of its current speed setting 
(as a percent of the max speed). For example, a unit moving at 5096 of its max speed would 
suffer a 2596 reduction. 


23.5.3 Direction 

Spotting units are more likely to find enemy units toward their front than they are to the side or 
rear. Based on the spotting unit's current facing (an angle of zero degrees), the probability is 
reduced by one-half the angle (in degrees) to the target. For example, for a target unit directly to 
the side (90 degrees), the probability would be reduced by 4596. This reduction will never exceed 
90%, since the angle can never exceed 180 degrees (straight back to the rear). 


23.5.4 Quantity 


For this calculation, the actual unit quantity is used. Each additional vehicle increases the 
probability by 7596, while each additional soldier increases the probability by 3096. 
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23.5.5 Air Units 
If the spotting unit is an aircraft, a special bonus is applied to the spotting check. The bonus 
increase ranges randomly from 10-100%. 


23.5.6 Recon Units 

Recon units were as a rule better trained and equipped to sight the enemy than other combat 
units. As such, they receive a special spotting bonus of 3096 whenever they attempt to sight an 
enemy unit. This proportional bonus to the sighting probability is applied after ALL other applicable 
modifications have been made. 


23.5.7 Non-turreted Vehicles 

Assault Guns, Tank Destroyers, and SP Artillery vehicles suffer a 5096 

reduction in their base sighting probability while moving. Stationary units of these types sight 
normally. 


23.5.8 Units In Water Hexes 

Units moving in the water have a tough enough time as it is, without worrying about trying to sight 
enemy units. As such, units in water hexes (deep or shallow) have their final sighting probability 
reduced to 2596 of its normal value. Additionally; these units have their sighting attempts limited 
to with +/- 30 degrees of their cardinal facing direction. 


23.6 SIGHTING ENEMY FIELD WORKS 


At the beginning of the game, the locations of most of the enemy field works are not known by 
the other player. Minefields and IP's start out hidden, and remain so until discovered by the 
opposing player. Wire obstacles and cleared lanes are never hidden, and their locations are always 
known by the enemy. 


23.6.1 Set-up Phase Sighting 

At the conclusion of each force's set-up phase, some field works may be revealed to the enemy 
player. Normally this only benefits the attacker in an attack/defend situation, since in meeting 
engagements neither side has much in the way of field works. This discovery procedure 
represents the work of friendly patrols and observation flights. 


The base probability that a given field work will be revealed is about 1096 of the force morale 
value. This value is increased by about 5096 if the force includes one or more aircraft units, and 
about 396 for each infantry squad. The probability is also increased about 2096 for each level 
(greater than 1) of vehicle IP, and 596 for each additional level of personnel IP or mines. 


The probability is decreased for the cover value of the hex containing the field work, and for snow 
or heavy snow. These values are given below: 


---------------------------------------------------------------- 


Part Il - 112 


Panthers in the Shadows 


REDUCTIONS IN PROBABILITY (96): (Cumulative) 
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23.6.2 Obstacles 


Obstacles (Abatis, barricades, tetrahedrons, dragon's teeth) are sighted as if they were Improved 
Positions. However, obstacles are automatically sighted if a friendly unit comes with 300 meters 
of them. 


Minefields may only be discovered within "foot patrol" range, which penetrates 200 meters behind 
the enemy start line. This limit also applies to IP's, except when the spotting force contains at 
least one aircraft. In this case, IPSE all the way to the enemy edge of the map may be discovered, 
but the probability is reduced to no more than 3096 (depending on the relative air superiority 
values) if the IP is beyond foot patrol range. 


SECTION 24: MOVEMENT 


During the Movement phase, units will move from hex to hex according to their movement orders. 
The distance each unit travels is controlled by Movement Points, or MP's. 


24.1 MOVEMENT POINTS 


At the beginning of each Movement phase, every unit that has been given movement orders is 
allocated a quantity of MP's commensurate with its current speed setting and maximum speed. 
Each MP represents the capacity to move one road hex under normal conditions per turn. This 
works out to a speed of about 6 Km/hr (3.7 mph). 


Note that the initial allocations of MP's are based оп a unit’s maximum road speed. If, during its 


movement, the cross-country speed applies, the computer will automatically make the appropriate 
adjustments based on the ratio of road speed to cross country speed. 
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For example, if the road speed of a unit is 60 Km/hr (or 1000 meters/minute), and it is moving at 
10096 of max speed, it will be allocated 10 MP's each turn (1000 m/min divided by 100 m/hex 
equals 10 hexes/min). Now, let's say that the unit's cross-country speed is only 30 Km/hr. In this 
case, every "cross-country speed" hex will cost exactly twice the number of MP's shown on the 
chart. This is because the ratio of road speed to cross country speed is precisely 2 to 1. So, if 
the unit starts this turn by moving into a clear hex, 2 MP's will be subtracted, leaving 8 in the 
pool. 


If this sounds confusing, perhaps it is easier to see when looking at how far the unit should move 
per turn. At 60 Km/hr along a road, it will move 1000 meters in one minute, which equals 10 
hexes per turn. Each road hex costs one MP and it gets 10 MP's per turn. 


However, using the cross country speed of 30 Km/hr and moving through clear terrain, the unit 
should only move 500 meters, or 5 hexes. Each clear hex costs twice the normal (1 MP) value or 
2 MP. So 10 MP's suffice to pay for only 5 hexes. 


On-map spotting aircraft may never move at less than 50% speed, irrespective of the actual 
setting value. Additionally, a spotting air unit without a movement path will still have a speed 
value. It is just assumed to be flying "in circles". 


24.1.1 Suppression Effects 

Suppression reduces a unit's actual speed. The amount of the speed 

reduction is equal to the suppression level. For example, a unit with a suppression level of 25 will 
have its speed reduced 2596, after all other factors are taken into account. Units having a 
suppression level greater than 10096 will not move at all. 


Armored vehicles may never have their speed reduced by more than 3096 

(their maximum suppression level). Semi-armored vehicles with a suppression level between 30 
and 100 suffer a "standard" speed reduction of 3096. If the suppression level of a semi-armored 
vehicle is greater than 100, the speed reduction is calculated as one half the suppression level. 


24.2 PRIMARY TERRAIN 


As the unit moves from hex to hex, it must "pay" to enter the next hex from its pool of MP's. The 
MP costs for each primary terrain type are shown in the TEC. Note that they vary for the unit 
movement type (foot, wheeled, or tracked) and the ground conditions. In the absence of a road, 
the unit's cross-country maximum speed value is used. ` 


If a unit does not have enough MP's remaining to pay to enter the next hex, the unit will remain in 
the current hex until it does. Unused MP's remain in the pool, and are carried over from one turn 
to the next. 


Hex MP costs are increased if that hex's illumination level is below БО. Each illumination level 
below 50 increases the hex MP cost by 696, to a maximum of 30096. 


24.3 ROADS 


Roads, which will be used generally to include trails and railroads, speed up movement through а 
hex. As such, roads are shown on the map as connecting the centers of adjoining hexes. 
Anytime a unit is moving between two such connected hexes, it will use the road. 


In this simulation, there are two main effects of moving on a road. The first is that the unit's 
weapon system ROAD speed value is used to determine the actual speed of the unit. Since this is 
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usually higher than the cross country value, the unit will move between the two hexes faster than 
if it did not move by the road. 


The second effect is that units moving by a road ignore the primary terrain in the hex. They pay 
the cost under the applicable ROAD line of the TEC, which is often much less than the actual hex 
terrain cost. However, roads may be affected by some types of secondary terrain such as 
buildings and craters. 


There are a couple of secondary effects as well. Units moving by road on average suffer less than 
half the morale losses suffered by units moving cross-country. Additionally for vehicles, the 
breakdown rate for road movement is drastically reduced. 


Roads also negate 1 level (10 meters) of elevation change between hexes. So, a 2 level change 
on a road is treated (for movement purposes) as a single level, and a single level change is ignored. 


24.4 RIVERS 


As with roads, the term "rivers" will Be used to describe rivers, streams, and gullies. Unlike roads, 
rivers impede or even prevent movement between adjacent hexes. As such, river features are 
drawn between the hexes, along the hex grid edge. The MP cost of crossing a river is added to 
the cost of entering the next hex (so units are never in "mid-stream"). 


River barriers, like secondary terrain, are MP cost multipliers. They multiply the normal MP cost of 
the destination hex rather than adding a fixed amount of MP's. These multiplier values are shown 
on the TEC. 


Note that under certain sub-zero weather conditions, rivers and streams may freeze. Freezing is 
dependant only on the temperature setting for the game being played, and affects all river features 
on the map equally. 


If a unit is given movement orders to cross a prohibited elevation, it may try to circumvent the 
orders on its own, if the morale level is high enough. Otherwise, it will remain in its current 
location for the remainder of the game, or until the orders can be rescinded. 


24.5 BRIDGES/FORDS 


Where a road or railroad crosses a river, it forms a bridge. For most game purposes, bridges are 
treated exactly as roads. However, each unit that crosses a bridge causes an additional delay for 
other units that cross it in that turn. The amount of the delay is determined by the size of the unit, 
and its movement type (foot, wheeled or tracked). 


Where a trail crosses a river it creates a ford. Like bridges, fords cause delays for following units. 
In addition, a unit's cross country speed is always substituted for the normal road speed when 
crossing a ford. 

24.6 SECONDARY TERRAIN 

Unlike primary terrain, secondary terrain does not add a fixed MP cost to the hex. Instead, like 


rivers, it acts to multiply the cost of the hex's primary terrain. The effects of all secondary terrain 
types in a hex and/or river multipliers are cumulative. 
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Units moving by road through secondary terrain other than crops and marsh will pay a MP cost 
that includes the normal multiplier for the secondary terrain type. However, the units will use the 
road movement speed, not the cross-country rate. 


24.7 WEATHER 


The weather/ground conditions can have a dramatic effect on primary terrain MP costs. Each 
ground condition is given its own column in the TEC, for each movement type. Note that the 
ground conditions never affect MP cost multipliers, only the base terrain values. 


The temperature may also cause streams and rivers to freeze. Streams freeze at temperatures 
below -10 degrees C, and rivers at -20 degrees C. 


24.8 ELEVATION CHANGES 


In many cases, units slow when moving up or down hills. The exact amount depends on the 
movement type, but generally the steeper the grade, the more pronounced the speed reduction. 
Elevation changes, like secondary terrain, act to multiply the MP cost of the hex. In the TEC table, 
the elevation changes are shown as positive (uphill), or negative (downhill). 


Some changes are too steep for a unit to negotiate, and are labeled as "P" (Prohibited). No unit 
may cross a cliff, where the elevation changes 4 or more levels. 


Units moving by road subtract 1 level from the actual elevation change. 
24.9 BREAKDOWNS 


All moving units are subject to breakdowns. For vehicle type units, breakdowns are mechanical in 
nature. With personnel units, a breakdown represents an injury or other similar situation. The 
probability of a unit suffering a breakdown depends upon the speed of the unit, the terrain, the 
ambient temperature, and the ground conditions. 


Units that have their speed set above 5096 suffer a marked increase in 
their breakdown probability. Compared to the breakdown probability at 5096, the chance of being 
disabled doubles at 75% and triples at 90%. 


The probability functions used for breakdowns are standard "bell-shaped" curves, based upon the 
average breakdown distance. Statistically, starting with a large number of vehicles or troops, 
exactly 5096 of them will break down before reaching the average value. The remainder will fail 
sometime before reaching twice the average distance. The average breakdown distance values 
given below are for movement through clear terrain at 17 degrees C (60 degrees F). 


When units breakdown, they may either form a detachment or a wreck. In either case, the parent 
unit quantity will be decreased by one. The enemy player never receives Victory Points for 
breakdowns. 


24.9.1 Tracked Vehicles 
Tracked vehicles moving at maximum speed break down after travelling an average distance of 
10,000 meters. At 50% of maximum speed, the average increases to 30,000 meters. 


Breakdown probabilities are increased by 1096 for every 5 degrees of temperature below O degrees 
or above 30 degrees (C). The breakdown probabilities for half-tracked vehicles are 5096 of the 
equivalent full tracked value. 
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24.9.2 Wheeled Vehicles 
Wheeled vehicles moving at maximum speed break down after travelling an average distance of 
90,000 meters. At 5096 of maximum speed, the average interval increases to 200,000 meters. 


Breakdown probabilities are increased by 1096 for every 5 degrees of temperature below -10 
degrees or above 30 degrees (C). 


24.9.3 Foot Units 

Foot movement type units moving at maximum speed break down after travelling an average 
distance of 16,000 meters. At 5096 of maximum speed, the average interval increases to 35,000 
meters. 


Breakdown probabilities for non-ski and non-horse units are increased by 1596 for every 5 degrees 
of temperature below -5 degrees or above 25 degrees (C). For ski troops, the probability is 
increased by 596 for every 5 degrees of temperature below -25 degrees or above 25 degrees (C). 
Horse units increase the probability by 1096 for every 5 degrees of temperature below -25 
degrees or above 30 degrees (C). 


24.9.4 Wire Obstacles 
Wire obstacles in a hex greatly increase the chances of tracked or wheeled vehicles breaking down 
when traversing the hex. 


24.10 WRECKS 


Wrecks are destroyed or immobilized vehicles that may restrict or block the movement of other 
vehicle units through the hex. Wrecks never affect the movement of foot units. 


A summary of wreck effects is shown in the TEC. Note that when the wreck level exceeds 5, all 
roads in the hex are blocked. Units moving thorough the hex will be forced to use the cross- 
country movement costs (including the effects of the wrecks). At wreck levels 7 and 8, moving 
units must stop upon entering the hex, even if they have enough MP's remaining in their pool to 
move further. Any MP's remaining in the pool will be lost. 


Wrecks caused by the results of enemy fire automatically add 2 smoke levels to the hex, and may 
be set alight. Burning vehicles add 1-3 illumination levels to the hex for as long as they continue 
to burn. 


24.11 STACKING 


Only a limited number of weapons may concurrently occupy the same hex. The maximum 
quantities are called the stacking limits. There are two different stacking limits: normal and 
absolute. 


24.11.1 Stacking Limits 

The normal limit applies to all non-moving units in a hex, and when violated, the overstacking units 
will be immediately and automatically moved elsewhere by the computer. The absolute limit, on 
the other hand, includes moving units, and is best described as a temporary ceiling. The absolute 
limit allows moving units to travel through hexes containing non-moving ones in excess of the 
standard limits. However, the absolute limit may never be voluntarily violated, for any reason. If 
by moving, a unit would exceed the absolute limit of the next hex in its movement path, the unit 
will remain stationary instead. 
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The stacking limits are: 


STACKING LIMITS STACKING LIMITS (per hex) | hex) 
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The limits are applied on а per type basis, so for example a hex could contain a maximum of 3 
aircraft, 8 vehicles, 5O troops and 8 guns without causing an overstack condition. 


24.11.2 Temporary Overstack 

An overstack occurs anytime the normal stacking limits are violated. Normally, overstacks are 
caused by either a unit moving into a "full" hex, or by having a passenger unit disembark from a 
carrier under enemy fire. 


If an overstack will occur during the course of a unit'S movement, the computer checks to make 
sure that the unit will not cease movement in the overstacked hex. If it will, the unit instead will 
delay moving until it can do so without violating stacking. 


Otherwise, the computer checks to see if the absolute limit would be violated. If the answer is 
yes, then the unit will again delay until it may move in under the absolute limit. If the answer is 
no, the unit will pay double the standard MP cost for the hex, and will continue moving normally. 


Units that are moving out of a forest fire or town fire hex ignore the stacking limits completely. 
However, once out of the fire, on the next turn the computer will automatically work to remove 
any overstacking conditions that resulted from the hasty movement. 


If a passenger unit debarks in violation of stacking limits due to combat results, the unit will be 
moved to another hex on the next turn. 


24.12 MINE ATTACKS 


Minefield attacks occur during the movement phase, when a unit attempts to move out of hex 
containing at least one mine point. It does not matter which side placed the minefield, all units are 
attacked equally. Air units are never subject to mine attacks. 


The probability of a single moving vehicle hitting a mine is the actual mine level times 1096. If a 
mine is detonated, the probability that the unit will stop in the minefield is 6696. 
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For foot units, the probability of a single soldier detonating a mine is 4 times the mine level. Once 
a mine explodes, the unit has a 9096 chance of halting. 


If a unit halts in the minefield, it will be delayed for up to 5 turns, depending on its morale level, 
while trying to work free of the obstacle. In many cases, it may hit another mine on the second 
try, causing another delay, and so on. 


24.13 OVERRUN 


An overrun attack occurs when a moving vehicle unit moves into a hex occupied by any enemy 
unit. There is also a chance an overrun will take place when the move is into a hex adjacent to an 
enemy unit. 


Moving units may make multiple overrun attacks in a single movement phase, if they have the 
MP's to do so. However, it is very unlikely that this will occur. 


24.13.1 MP Cost 

A moving unit that conducts an overrun attack always subtracts a number of MP's from its pool. 
This special cost may be up to double the normal movement cost of the hex the attacking unit now 
occupies, and represents time spent engaging the target. If the attacking unit does not have 
enough MP's to pay this special cost, the damage to the target will be reduced. 


24.13.2 Initial Defensive Fire 

If the defending hex contains enemy vehicles, these vehicles always get to fire defensively, before 
the attackers can respond. The defending vehicles use either the LIGHT or NORMAL ROF for this 
fire. The results of the initial defensive fire are applied /mmediately, before the attacking units can 
return the fire. The standard DF routines are used. If the attackers are eliminated or break from 
the initial defensive fire, the combat is over. 


24.13.3 Morale Check 

If the attack is not stopped by the initial defensive fire, all defending personnel units may undergo 
a special morale check. However, this check is made only if the combined AP factor of all the 
attacking unit’s weapons is greater than 200. Modifications are made for hex cover and апу ІР 
levels in the defending hex. If a defending unit breaks, the fire effects of the attacking unit against 
it are doubled, and it will not fire back in the second defensive fire phase. 


24.13.4 Attacking Fire 

The attacking unit now engages the defending units with the best weapons possible. ІҒ the hex 
contains both personnel and vehicle targets, they will both be engaged with the appropriate 
weapons. Against vehicle targets, the standard DF routines are used to determine results. 
Normally, the firing unit will use the LIGHT ROF setting, especially if it should not pay the 
appropriate MP cost for the hex. 


Against personnel, the total AP factors of all available small arms weapons will be added, and 
multiplied by the attacking unit's morale and ВОР. If the unit does not have enough MP's to рау 
the special cost, then the total is reduced accordingly. If the defending units don't break in the 
special morale check segment, this value is then divided by the IP level to determine the total 
attack factors. For every 100 AP factors available to the attacker a// defending personnel units 
lose 1096 of their strength (always at least 1). However, a defending unit may not lose more than 
5096 (rounded up) of its total in a single turn. 
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If an attacking vehicle unit does not have any small arms weapons, it can still attempt to drive 
over enemy personnel. Each vehicle has a 1096 chance of killing one enemy soldier/gun, reduced 
for the IP level. 


Attacking fire losses are taken immediately by the defending units. 


24.13.5 Second Defensive Fire 

All unbroken defending personnel units now engage the attacking units. If the defending unit fired 
in the previous DF phase, it will use the LIGHT ROF setting, otherwise it will use RAPID. The 
losses are assessed against the attacking unit immediately. 


24.14 CLOSE COMBAT 


Close combat is similar to an overrun, except that close combat occurs when the attacker is a non- 
vehicular type unit. Unlike an overrun, the attacking unit must always stop to conduct the close 
combat. 


If the close combat occurs from an adjacent hex, the moving unit will stop. However, no other 
combat will take place in the current movement phase. That will be handled normally in the next 
turn's DF phase. If however, the moving unit occupies the defender's hex, the close combat 
routine will ensue. 


24.14.1 Morale Check 
At the beginning of the close combat routine, both the attacking and defending forces undergo a 
special morale check. Berserk units are not subject to this check. 


Generally, the chance a unit will break is 100 minus its current morale level. As with an overrun, 
the morale values for the defending units are modified by the IP level in the hex. Additionally, the 
morale is reduced for the smaller force, and increased for the larger, in proportion to the relative 
force sizes. Units that break immediately vacate the hex, and are not involved further in the close 
combat. 


Units are checked individually for morale results, starting with the defender. If at least one 
defending unit remains unbroken in the hex, the force ratio is recalculated, and the attacker is 
checked. 


24.14.2 Results 

Unlike an overrun, actual losses from close combat are simultaneous, and applied at the end of the 
movement phase. Each unit inflicts losses on the other side equal to the quantity of weapons left 
to the unit times the morale level. A personnel unit may never suffer greater than 5096 losses in a 
movement phase from all close combat attacks. 


24.14.3 Nahvertidigungswaffe 

By the second half of 1944, the German Nahvertidigungswaffe (literally translated as "close 
support weapon") was a standard armament of many common AFV models. The weapon itself 
resembled a flare gun, mounted into a small cupola on the roof of the tank turret. The weapon 
fired 26mm smoke, flare, and HE rounds out a distance of 7-10 meters. 


At the scale of Panthers, the primary impact of the weapon was as close defense protection for 
the tanks against enemy infantry using the HE/FRAG rounds. 
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The following AFV's may be equipped with the Nahvertidigungs waffe: 
Pz VG Panther 
JPz V JgPanther 
Pz VIE Tiger 
Pz VI B K Tiger 
JPz VI JgTiger 
StG Ill G 
StH 42 G 


The Nahvertidigungswaffe will be automatically issued to these vehicles in 1945. In 1944, the 
weapon availability is based upon the wind direction. Before going any further, understand that the 
wind direction actually has nothing to do with the weapon or its use. In this case, the wind 
direction is used only as a "flag" (that players may set, or leave as a random value) which 
indicates whether or not the Nahvertidigungswaffe will be issued. If the wind direction is to the 
South (SW, S, or SE), the Nahvertidigungswaffe will be issued. If the wind direction is to the 
North (NW, N, NE), it will not. 


The Nahvertidigungswaffe is used only' in close combat against enemy personnel. Its use is 
automatic, and the weapon can not be selected by the owning player. The Nahvertidigungswaffe 
attack is conducted immediately after the German AFV's standard overrun fire (either in attack or 
defense), and is separate from it. 


The Nahvertidigungswaffe attack is expressed in factors, like the standard attack, but these 
factors are applied as if an artillery HE/FRAG round of that size hit the hex. Losses from the 
weapon are applied to the enemy units immediately. 


24.15 LOADING/UNLOADING 


There are two categories of passenger units, personnel and towed. As the names imply, personnel 
types include troops and mortars, while towed are non-SP guns and artillery. 


Each carrier unit has an intrinsic carrying capacity, expressed in points, for both personnel and 
towed types. Likewise, each passenger unit costs a certain number of points to load. Carrier units 
may never load a passenger in violation of their carrying capacity. 


Many armored vehicles are given the capability to tow other units. Normally, tanks and other 
combat AFV's did not tow artillery pieces, rocket trailers, etc. However, in certain cases of 
extreme need they were used in this capacity. Players may voluntarily limit AFV carrying 
capacities to historical values, if so desired. 


24.15.1 Loading 
The passenger and carrier units must be located in the same hex to be loaded. Depending on the 
situation, a delay of 1 or 2 turns may be imposed on the carrier to accomplish the loading. 


24.15.2 Unloading 

When unloading, the passenger unit is deposited in the hex currently occupied by the carrier, with 
the same facing as the carrier. If unloading the passenger will cause an overstack in the hex, it 
will not be allowed (unless it is an involuntary result of enemy fire). A delay may be imposed on 
both units. During the loading and unloading delay periods, the carrier unit may not move, while 
the passenger unit may not move or fire. 
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Unloading from Naval units is handled a little differently. Unloading from a landing craft is ` 
automatic, and the disembarking unit moves into an adjacent hex. The newly unloaded unit is then 
given movement orders to wade ashore. 


24.16 DUST TRAILS 


Moving vehicle units on land can create dust trails. Under normal circumstances, each moving 
tracked vehicle generates 1/2 of a dust level for each 5 kph over 10 kph it is travelling. Wheeled 
vehicles generate 1/3 of a level for each 5 kph over 10 kph speed. Vehicles moving less than 10 
kph do not create dust. 


Dust is never created by units moving in water hexes. 


24.16.1 Terrain Adjustments ( 
Some terrain types modify the standard dust creation level. These dust level adjustments аге 
cumulative for each applicable terrain feature in the hex. A summary of these effects follows: 


Road: Dust level reduced to zero (No dust - paved) 
Railroad: Dust normal 

Trail: Dust increased by 150% 

Woods: Dust reduced to zero (No dust) 

Light Woods: Dust reduced by 50% 


Marsh: Dust reduced to zero, except if moving by road, then road value 
Bldg 3: Dust reduced by 75% 

Rubble: Dust increased by 200 

Crops: Dust reduced by 50%, unless on road - then normal 


Actual dust levels may vary +/- 2596 from the standard values. 


24.16.2 Dust Trail Setting 

Players may modify dust characteristics for certain situations by choosing the DUST TRAIL 
SETTING from the OPTIONS menu. Option £1 (Normal) follows the previous specifications 
exactly. Option £2 (Trails reduced), reduces trails to normal dust levels, not 15096 of normal. 
Option £3 (Roads make dust), increases road dust to 5096 of normal, and leaves trails at 15096 of 
normal. Option £4 (No dust), eliminates all dust creation from all terrain types. 


24.16.3 Dust Percent Setting 

The dust percent may be set at the beginning of the game, under the CONDITIONS menu. This 
option allows players to "fine tune" the overall dust generation for general ground conditions. For 
example, if the ground is supposed to be mostly grass and scrub, less dust will be generated than 
if the soil is bare. Likewise, if the soil is moist (from recent rains perhaps), less dust will be kicked 
up than if it is bone dry. 


The dust percent proportionally modifies all "normal" dust amounts as calculated from the 
procedures described above. So, if the dust percent is 10096 - there will be no change from the 
standard. Otherwise, the dust amount will be reduced. 
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24.16.4 Ground Conditions 
Mud and heavy mud ground conditions eliminate dust trails. Frozen ground reduces dusts levels 
by 50%. Snow and heavy snow reduce dust levels by 7096. 


24.17 PAUSING TO FIRE 


If a unit has orders to "PAUSE TO FIRE" (as selected from the unit DEFAULT menu), it will 
normally stop moving to engage a target. Assault guns, self-propelled artillery, and tank 
destroyers will ALWAYS stop to fire if the PAUSE TO FIRE setting is YES (otherwise they will NOT 
fire at all). 


However, if the unit is firing a machine gun or other small arms weapon type the probability of 
halting to fire may be reduced. This reduction does not apply to assault guns, self-propelled 
artillery, or tank destroyers, which will always halt to fire. Otherwise, if the unit is a vehicle the 


probability of stopping to fire a small arms weapon is only approximately 2596. For types other 
than vehicles it is about 5096. 


If the unit has orders NOT to halt to fire (fire on the move), it will continue to move normally in all 
cases. However, sometimes the unit's movement will prevent proper sighting or targeting of the 
enemy unit. In these cases the unit will hold fire. 

24.18 TOWING ANOTHER UNIT 

A carrier unit towing another unit has its forward speed reduced by 5096 from normal (using the 
current speed setting). The breakdown probability, however, remains as if the unit was moving at 
its designated speed setting. 

Carrier/towed unit combinations can not use back-up movement. 

24.19 BACKING-UP 

Units that are backing up always move at 1/5 the maximum weapon system speed, regardless of 
the unit's actual speed setting. The breakdown probability is taken as if the unit was moving at 
the maximum forward speed. 

All terrain modifiers and suppression effects are applied normally. 


Units backing-up do not (and can not) change their facing. 


SECTION 25: MINE WARFARE 

Mine warfare takes the form of two distinct activities, laying minefields and clearing lanes. 

25.1 MINEFIELDS 

Minefields in Panthers consist of both Anti-Personnel and Anti-Tank type mines. A hex may 
contain a maximum of 3 mine levels. Each level represents about 20 mines. Only a defending 
force may lay mines. 

The initial quantity of mine level that may be placed is equal to the Engineer Support level of the 
force. This value is reduced for bad ground conditions: Mud: -10%; Heavy Mud: -20%; Frozen: 
-50%; Snow -15%; and Heavy Snow: -25%. 
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Minefields that are not discovered in the set-up phase remain hidden to the enemy player until one 
of his moving units detonates a mine. Only at that point is the minefield displayed on his map. 


25.2 LANES 


Lanes are cleared paths through real (or suspected) enemy minefields. Lanes usually reduce, but 
do not always completely remove, mines from a hex. Often times a few mines will remain in the 
cleared hex. This is especially true for level 3 minefields. Only an attacking force can clear lanes. 


The initial quantity of lanes that may be cleared is equal to the force Engineer Support level divided 
by 6. The quantity is further reduced for bad ground conditions: Mud: -20%; Heavy Mud: -40%; 
Frozen: -7096; Snow: -25%; and Heavy Snow: -50%. 


25.3 MINE ATTACKS 


Because minefields contain both AT and AP mines, they attack moving units without regard to the 
movement type. Additionally, the minefields in the simulation are assumed to be of a hasty type, 
so friendly units do not know where the mines are located. The result is that mines do not 
discriminate between friend and foe. 


The mine attack procedure was described earlier, and will not be rehashed here. However, it is 
important to point out a few additional aspects to mine attacks. First, it is possible that units may 
traverse minefields without loss. This is more common for small units trying to cross level 1 
minefields. But it can happen any time, although the probability might be small. If a unit crosses 
an unknown minefield without causing a detonation, the minefield will not be revealed, and will 
remain hidden. 


Secondly, whenever mines detonate, there is a chance that the minefield level will be reduced. 
The reduction represents not only the actual loss of one (or sometimes more) viable mines, but 
also that the enemy now knows that there is a cleared area around the detonated mine, and that 
this path is clear. As such, each detonation has a 20-3096 chance of reducing the mine level. 


Exact mine levels are never shown, even to the owning player. Therefore, even if the mine level is 
reduced to zero, the minefield will still appear on the map. This is true for both the owning player, 
and the enemy as well, if he has discovered it. 


25.4 MOVEMENT INTO KNOWN MINEFIELDS 


Aside from very specific (and normally infrequent) cases, units were not ordered to move through 
known minefields. And, even in cases where they were, the higher command normally had to 
make special arrangements to see that these orders were carried out. Further, in cases where a 
minefield was discovered by a leading ("point") unit, the trailing units would stop before becoming 
caught in the obstacle. 


In Panthers, units (other than engineer types) with speed settings of less than 100% will never 
enter known minefields. Instead, their movement command path will be cleared, and the unit will 
hold fast until given new orders. Units with their speed set to 10096 will enter minefields 
normally. The speed setting is determined at the instant the unit attempts to move into the 
minefield, so this value may be adjusted by the player in any friendly orders phase up to and 
including the one immediately preceding the unit’s movement into the minefield hex. 
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Note that the game scale of Panthers does not allow for deliberate minefield clearance efforts by 
individual non-engineer type units (which can take an hour or more per 100 meters in real life). 
Instead, these rules are designed around normal movement. 


Engineer type units that can clear mines (flails, combat engineers) will automatically attempt to 
clear known minefields when they move next to them. The only exception is if the engineer type 
unit'S speed is set at 100%, in which case the unit will attempt to move through the obstacle 
without clearing it. 


SECTION 26: IMPROVED POSITIONS 


IP's provide units that occupy them with a measure of concealment and concrete protection 
against DF and IF. IP's (not casemates or pillboxes) are constructed for either vehicles or 
personnel. For this characterization, towed guns are considered vehicles and mortars are 
considered personnel. 


Casemates and pillboxes are not really IP's with regards to the effects are described below. 
Instead, they are considered separately at the end of the section. 


26.1 IP LEVELS 


Level 1 IP's are hasty positions, designed to provide protection against DF coming from the front. 
For both personnel and vehicles, Level 1 IP's are usually shallow excavations with piles of dirt, 
rocks, wood or rubble piled up to form a small berm. Level 1 IP's provide fair protection against 
DF coming from the front, but against DF from other angles and IF are virtually useless. 


Level 2 IP's for personnel are excavated holes, depth of 4 to 5 feet, with some spoil piled up to the 
front and sides of the opening. For vehicles, a level 2 IP is a high berm thrown up in a "U" shaped 
position around the vehicle. Level 2 positions provide a good level of protection against both DF 
and IF. However, they are much less effective against air bursts (VT) and fire from the rear than 
other types of incoming fire. 


Level 3 IP's for both personnel and vehicles are elaborate dug-in positions that afford excellent all 
around protection. Additionally, for personnel, the positions afford overhead cover made of wood 
and earth. These positions are effective against virtually all incoming fire except flamethrowers 
and incendiaries. 


26.2 SIZE EFFECTS 


One of the major effects of IP's is that they reduce the apparent size of targets that occupy them. 
So, they are harder for the enemy to see, and harder to hit. For vehicles, the net effect of an IP is 
similar to that of being hull down. 


IP SIZE EFFECTS 


—] р 
WË de oeil ЗӘРЕ 
| ss | ss | - | 
Lu. ШЕТИН БЕРЕН 


жаған 
ни 


Part Il - 125 


Panthers in the Shadows 


26.3 SIGHTING IP'S 


Once the game is in progress, IP's affect the enemy's ability to discover unsighted units occupying 
them. IP's by themselves may be sighted, as if they were units, but do not automatically indicate 
whether they are occupied or not. However, enemy units scrutinize known IP's for any sign that 
they contain units. Therefore, the probability of sighting a unit in a known IP is double the normal 
value. 


Level 1 IP’s are very hard to see. They are never revealed unless occupied by a unit (and the unit 
is sighted) or unless the enemy sighting unit is adjacent to or in the IP hex. When occupied by a 
unit, the IP will not be discovered unless the unit is sighted first. However, the IP level modifies 

the apparent size as described above. 


Level 2 IP's may be discovered when unoccupied or occupied. If either the IP or the occupying 
unit is discovered, the other is discovered as well. For sighting purposes, personnel IP's have a 
size of 10, while vehicle IP's have a size of 75. 


Level 3 IP's may be discovered unoccupied. Unlike level 2, if a level 3 IP is discovered, the 
occupying unit is not discovered automatically. It would have to be sighted normally, with the size 
adjustments above. 


26.4 FOG OF WAR 


IP's have the effect of reducing the quantity of weapons that the enemy can see. These effects 
are applied in a semi-random fashion, but a level 3 IP will generally reduce the enemy's observed 
quantity to 5096 of actual. The IP effects and terrain effects in this regard are cumulative. 


26.5 CASEMATES AND PILLBOXES 


Casemates and pillboxes are special types of improved positions, in that they are true 
fortifications. They are made out of very heavy reinforced concrete and steel, and often utilize a 
great deal of excavation work. In some cases, the construction of these fortifications may take 
months of work to complete. 


Casemates are the large gun emplacements commonly seen along coastal areas. They are also 
prevalent in fortification zones, such as the Maginot Line. Casemates normally hold long range 
guns, and are designed to withstand heavy bombardment. Casemates are often even excavated 
back into hillsides or cliffs for additional overhead protection. Along with the gun(s), casemates 
also contain ammunition storage bunkers. 


Pillboxes, on the other hand, are a lot smaller. Instead of large caliber guns, pillboxes will house 
machine guns and sometimes anti-tank rifles. Normally, most of the pillbox is dug in under the 
surface of the ground, so that the silhouette is minimized. 


26.5.1 Facing Limitations 

Both casemates and pillboxes have limited fields of vision. In Panthers, this is represented by 
giving these fortifications a facing direction as if they were units. Once set, the facing may never 
be changed. 


Units in these fortifications have their field of vision limited to +/- 30 degrees from the cardinal 
fortification facing direction. They may not sight or fire upon units outside of this arc. 
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26.5.2 Protection Characteristics 
The following chart summarizes the protection provided by pillboxes and casemates. The basic 
premise is that the fortification is being attacked, not the unit inside it. 


PRINCIPAL FORTIFICATION CHARACTERISTICS 


Armor DF / IF Suppression 
Equivalent Lucky Hit Reduction 


(Front) (96 of normal) 


8 / 0.5 96 2596 normal 


Notes: Normal unit size is ignored, and the fortification size is used instead. 


Fortifications are treated as armored targets, and use the armor value equivalents shown. 
DF attacks against the front of fortifications (+/- 30 degrees from its cardinal facing), may 
score a lucky hit. With a lucky hit, the incoming round goes straight through the gun 
opening or firing port and into the interior of the fortification. At that point, combat 
results are taken against the unit as if it were not in the fortification. 


Flamethrowers used against the front of a fortification have a 10096 chance of scoring a 
lucky hit. 


Suppression is greatly reduced against fortifications. 
26.5.3 Adjustments to the AP Factor 


If the round is determined to be a direct hit but not a lucky hit, the effects of the round will be 
greatly reduced. The following reduction schedule is used to modify the AP Factor of the round: 


FORTIFICATION ADJUSTMENTS TO AP FACTOR 


| [| исааувања |  мочпсепагу round | Incendiary Round Non-Incendiary round 
Pillbox 7596 of normal 1096 of normal 
50% of norma 13% of normal 


26.5.4 Close Assaults Against Fortifications 

The most effective method to destroy units in fortifications is through close assault. In these 
circumstances, the attack is always assumed to come at the front of the fortification, and the 
lucky hit probability is increased to 4 times normal. 


26.5.5 Spotting Units In Fortifications 
Units inside fortifications can only be spotted when they fired in the previous Activity Phase. 
Otherwise they remain hidden to the enemy force. 


26.5.6 Use By the Opposing Force 
Fortifications may not be used by the opposing force. 
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SECTION 27: WIRE OBSTACLES 


Wire obstacles represent barbed wire fences, tanglefoot, concertina, and other constructions. 
They are designed to slow an advancing enemy, or to channelize the advance into DF or IF killing 
zones. Wire obstacles are never hidden from the enemy. 


Wire obstacles are most effective against foot troops and wheeled vehicles. Additionally, all 
vehicles moving through a wire obstacle are subject to an special breakdown probability. Other 
than breakdowns, wire never causes combat losses. 


Vehicles moving through wire obstacles may cause the wire to be 
eliminated. The probability of removing wire (per vehicle passing through the hex) depends on the 
vehicle type: TRACKED 30%; 

HALFTRACKED 2096 

WHEELED 1096 


Note that the wire is not reduced by one ог two levels from the vehicle movement. It is either 
completely eliminated from the hex, or remains unaffected. 


SECTION 28: CLEARING OBSTACLES 


Various engineering type units may clear, breach, or create lanes through obstacles. Performing 
these tasks will take a certain amount of time - depending on the obstacle and the type of unit 
attempting the clearance. A full table of these values is shown in the Appendix. 


28.1 UNIT CAPABILITIES 
Only certain types of units may clear specific obstacles. If an engineering unit of the wrong type 


encounters an obstacle hex, it will be hampered by the obstacle like any other non-engineering 
unit. 


The following chart shows which obstacles may be cleared by the various engineering-type units: 


UNIT OBSTACLE CLEARANCE CAPABILITIES 


RE | Рани БТ" Flail 


Barricade 
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28.2 OBSTACLE CLEARANCE PROCEDURE 


Whenever the next command in a unit'S movement path would take it into a hex containing an 
obstacle, a check is made to see if it will try to clear the obstacle. 


If the answers to the following two checks are both YES, the unit will automatically be given 
orders to clear the obstacle: 


1). Is the unit speed setting less than 10096? 
2). Can the unit clear this type of obstacle? 


Note that the human player never issues orders to clear obstacles. All the player needs to do is 
move the appropriate type of unit to the selected obstacle. The computer handles everything from 
there. 


If multiple obstacles (that can be cleared by the unit) are in the same hex, the following clearance 
priority is used: H 


Hexsides; Wire; Mines; Constructed Obstacles (Abatis, etc.); Rubble; Craters; and 
Wrecks. 


A unit performing clearance does not move into the hex containing the obstacle until the obstacle 
is cleared. Thus, a unit may clear a hex in violation of the stacking limits. However, once the 
obstacle is cleared the unit will not enter then hex until the overstacking condition is removed. 


If a unit performing obstacle clearance is suppressed, the time required for removal of the obstacle 
will be increased. 


28.3 CLEARANCE STATUS 


There are two methods to check on the status of clearance efforts. The first is to check the ENG 
staff officer page. The other is to go to the ORDERS menu for the unit performing the clearance, 
and select the HEX BY HEX movement command. At the bottom of the screen, each turn that will 
be spent on clearance is shown by a "C". 


SECTION 29: DIRECT FIRE 


In many situations, DF will cause the majority of combat losses for both sides. As a result, to 
effectively lead a force to victory, players must understand the DF routines, and be able to use 
their force's special characteristics to their own advantage. 


29.1 ACCURACY ADJUSTMENTS 


Just as for sighting, DF accuracy is expressed as a probability that a round/burst will impact the 
desired target. The base accuracy, which will be modified as required from the procedures 
outlined below, is the firing weapon system's accuracy rating. This rating represents the absolute 
best accuracy that can be achieved with the weapon system platform and sights, when engaging 
the hypothetical "standard target." 
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In the adjustments described below, proportional changes use the current accuracy value as the 
base value. For example, if the current accuracy value is 5O going into a modification with a 
proportional change of + 2096, the result will be 60. Absolute changes, on the other hand, add or 
subtract the modification directly from the value. Using the above example, an absolute +20 
adjustment to 50 results in a value of 70. 


29.1.1 LOS 
The accuracy is proportionally decreased by 1096 for each LOS BLOCK POINT. 


29.1.2 Morale 
The accuracy loses an absolute 1/2 of the amount the firing unit's morale is below 100. For 
example, a unit with a morale level of 70 would lose 15 points of accuracy. 


29.1.3 Effective Wind 

The effective wind is determined much like the target's effective speed, which was discussed 
previously. In this case, the two-dimensional wind speed vector is normalized to a value 
perpendicular to the flight path of the projectile. The reduction in accuracy is proportional. 
However, if the effective speed is 70 kph or greater, the accuracy goes to zero. 


29.1.4 Suppression 

The reduction in accuracy caused by the current suppression of the firing unit is an exponential 
function. At low values, less than about ЗО, the loss is less than the suppression value. By the 
time the suppression reaches 80, the loss is greater than the suppression value. The suppression 
reduction is proportional. 


29.1.5 Range 

The range to the target is compared to the weapon's maximum range. ІҒ the target range is less 
than 1/3 of the max, the accuracy will be increased. И the range is greater than 1/3 of the max, 
the accuracy will be reduced. At exactly 1/3 of the max range, there is no change. 


The amount of the increase or reduction is computed from a straight line relationship between the 
range/max range ratio and the standard weapon accuracy. The accuracy is reduced by 80% at 
max range. 


Range effects are proportional. The percentages are multiplied with the "running" accuracy value 
at each step. 


For aircraft targets, the range to the target is doubled to account for the elevation and projectile 
trajectory differences. 


Artillery units (IF capable) have a maximum DF range equal to 1/7th of their maximum IF range. 
For example, a 150mm Gun with a maximum range of 15,300 meters has a maximum DF range of 
2180 meters. 


29.1.6 Illumination 
The target hex illumination value is multiplied directly to derive the accuracy. For example, at 
100% illumination there is no change. At 50% illumination the accuracy is halved. 


29.1.7 Trajectory Deviation 

Viewed from the side, all projectiles follow a curved path to the target. Gravity pulls on the 
projectile the entire time it is flight. Therefore, the projectile must be aimed higher than the 
straight-line path. Otherwise, the round will fall short. 
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The trajectory deviation is the maximum distance that the actual path lies above a hypothetical 
flat-line one. This deviation is determined solely by the flight time of the projectile to the target, 
multiplied by the gravitational constant, 9.8 meters per second squared, divided by 2. For 
example, a round in flight for exactly one second has a deviation of 4.9 meters from a straight line 
path. 


The flight path may deviate up to 4 meters without a reduction in accuracy. For each additional 
1/2 meter of deviation (fractions rounded up), the accuracy is reduced an absolute 196. 


In this simulation, the flight time is determined to within 1/100th of a second using the projectile 
muzzle velocity, the induced drag, and the distance to the target. Furthermore, the drag value is 
computed from the area of the round, the square of the velocity, and the atmosphere density, 
which is itself a function of the ambient temperature and conditions. 


The accuracy may additionally be reduced up to 296 for each 10 meters of difference in elevation, 
but only if the target is not acquired. 


29.1.8 Firing Unit Speed j 

All moving units, except aircraft, have their accuracy reduced proportionally by their current speed 
setting. If the weapon has a firing stability rating, each level reduces the speed rating by 20%. 
The speed rating may never be reduced below zero. 


29.1.9 Target Unit Speed 

The apparent velocity of the target unit is determined exactly as for sighting. For each degree of 
arc per second the target appears to move to the firing unit, the accuracy is reduced proportionally 
by 1596. 


29.1.10 ROF 
Units firing quickly do not have the chance to re-aim as effectively after each shot. Therefore, 
units with a high ROF will have the accuracy decreased proportionally by up to 2096. 


29.1.11 Acquisition 

The acquisition level is the number of times that the firing unit has engaged the same target unit 
without interruption. As the acquisition level increases, so will the accuracy. The firing unit has 
had a chance to track the target, and adjust. Acquisition levels exceeding 3 turns have no 
additional effect. 


The following relative increases are made to the accuracy for each acquisition level: 1-5096; 2- 
7596; 3-8596. 


Acquisition levels are never used for AA fire. 


29.1.12 Target Silhouetted 

If a target is silhouetted (as determined by the LOS routines), the DF accuracy is normally 
increased by 5096. The only exceptions are if the unit is in a level 1 or level 2 IP, in which case 
the accuracy increases are reduced to 1096 and 3096, respectively. 


29.1.13 Area Fire 

Area fire uses the standard accuracy adjustments outlined above for DF against unit targets. 
However, by its very nature area fire is more dispersed than targeted fire. To better reflect this, 
area fire may often "spill over" into adjacent hexes. The probability that a given round will impact 
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in an adjacent hex increases for cover terrain in the target hex, and for increasingly degraded firing 
unit LOS to the target. 


29.2 ROF ADJUSTMENTS 


A unit will always attempt to fire as many rounds as possible given its current ROF setting. For 
example, a unit of 4 tanks with the ROF set to 5 rounds per minute will fire 20 rounds each turn 
under optimum conditions. 


However, the actual number of rounds fired is usually less than the maximum number possible. 
This is because either the target is destroyed before all of the rounds have been fired, or for the 
reasons described below. 


If the ROF is reduced to zero, the unit will not fire. 


29.2.1 Initial Fire 

The first turn a unit engages a new target, it will ignore its default ROF orders, and use LIGHT ROF 
instead. This reduction represents the additional time it takes to traverse and sight on a new 
target. 


29.2.2 Target Terrain 
Because terrain can mask many potential targets in a hex, the unit’s ROF will be reduced. The 
reduction is proportional the LOS BLOCK POINTS of the target hex. 


29.2.3 Suppression 
Suppression reduces the ROF proportional to the firing unit's suppression level. 


29.2.4 Firing Unit Movement 
For all ground units, the ROF is reduced proportionally by 1/2 of the firing unit’s speed setting. Air 
units never have their ROF reduced for movement. 


29.2.5 Target Unit Movement 
For all ground targets, the ROF is reduced proportionally 596 for each 1/2 degree of arc per second 
of apparent movement. This reduction is not applied to AA fire against aircraft targets. 


29.2.6 Morale 
Very low morale of the firing unit may lower the ROF proportionally by up to 2596. 


29.2.7 Close Combat/Overrun 
During close combat or an overrun, all ROF values are reduced by at least 3096. In almost all 
cases, the units involved either fired during the DF phase or their targets were out of range. 


Additionally, during an overrun, infantry firing at vehicle targets have their ROF reduced by up to 
5096, and vehicles firing at infantry may have the reduction as high as 6696. The reasons for 
these reductions are contained in the nature of an overrun attack. The infantry have to stay 
covered, or at least out of the way, until they can get a good shot. At the same time, the vehicles 
are trying to traverse as quickly as possible to engage the fleeting targets, while keeping the 
enemy troops from getting close in. 


29.2.8 Small Arms 


While not technically a reduction in the ROF, small arms fire is conducted in "bursts." Each burst 
represents 5 single rounds. The burst is treated as a single entity, so when the ROF is reduced by 
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1, it means that one burst is lost. If a burst is determined to hit the target, damage calculations 
are done for all 5 rounds individually. 


29.2.9 Artillery 
Artillery type (IF capable) units suffer a reduction in ROF when firing DF. This reflects the fact that 
additional time must be taken to resight the gun after each round. 


29.3 ARMORED/SEMI-ARMORED TARGETS 


Results of IF/DF hits against armored or semi-armored targets are initially determined through 
penetration calculations. These calculations figure how far the round will penetrate through the 
armor protection, and then compare this value to the actual thickness at the point and angle of 
impact. 


29.3.1 Penetration 


29.3.1.1 Solid Projectiles 

To figure out penetration by solid projéctiles (including all AP types, small arms and shrapnel), the 
simulation uses a series of equations that predict conditions at the very instant of impact. The 
velocity and angle of impact calculations have already been discussed in other sections. Coupled 
with these equations, for most impacts, a modified Poncelet equation determines penetration. This 
equation factors in the material properties of the projectile and armor, and the velocity and contact 
area of the projectile. 


The equation is based on an energy - work equivalence of the piercing and/or tunnelling process. 
In general, the higher the energy of the projectile on impact, the greater the penetration. 


For situations where the diameter of the projectile is approximately equal to or greater than the 
armor thickness, "petaling" occurs. It is best represented by pushing a pencil through a piece of 
paper. In these situations, a modification is made to the equation to account for a lower 
penetration resistance by the armor. 


The penetration is always a distance in millimeters through standard armor plate (approximately 
295 BHN hardness). 


29.3.1.2 HE 

High Explosive rounds primarily cause armor failure through shock and displacement action rather 
than direct penetration. However, HE still creates some normal penetration. In the simulation 
model, HE rounds directly penetrate 1/20th as deep as an equivalent solid projectile, at which point 
they detonate. The explosion causes further armor penetration of 1/2mm for each Kilogram of 
shell weight. 


HE rounds also multiply the critical hit probability by the shell caliber divided by 50. Side hits on 
vehicles multiply the immobilization probability by the shell caliber divided by 25. 


29.3.1.3 HEAT 

HEAT (High Explosive Anti-Tank), also known as shaped charge (SC), or hollow charge (HC) 
rounds, do not use projectile kinetic energy to penetrate armor. Instead, they are designed to 
direct a high velocity (and pressure) gas jet at the target using what is known as the Munroe 
effect. The gas jet is produced by the detonation of a specially shaped explosive charge, which is 
partially "hollow." Hence the hollow and shaped charge names. 
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An additional element is introduced into the gas jet in the form of a stream of metal that behaves 
much like a liquid. The metal originally comes from a thin conical liner which rests on top of the 
explosive charge. 


The distance between the armor and the round when it detonates is called the standoff. For each 
HEAT projectile there is an optimum standoff, at which maximum armor penetration is achieved. If 
the actual standoff varies from the optimum standoff, the penetration will be reduced. The 
penetration will also be influenced by the impact incidence angle, but to a lesser degree. 


Because HEAT rounds have a standard penetration (shown by the round's AP Factor), these values 
are used instead of running the same calculation each time. However, these penetration values 
may be reduced for less than optimum standoff, protective "skirts," and the incidence angle. 
Penetrations (AP Factors) are given in millimeters of standard armor plate. Regardless of weight or 
size, all HEAT rounds have an actual AP Factor of 5. 


For historical purposes, players should limit HEAT availability to 1943 or later. However, the 
simulation will not prevent the selection and use of HEAT rounds prior to 1943. 


29.3.1.4 Other Types 
Only solid and HEAT projectiles cause penetration into armor. Other types of weapons, such as 
incendiaries and flamethrowers, can destroy armored targets, but by a different method. 


29.3.2 Effective Armor Thickness 

The effective thickness is the actual distance the round would have to travel to penetrate the 
armor, given its impact angle. In almost all cases, the effective thickness will be greater than the 
nominal thickness. 


For example, take an armor plate with a thickness of 100mm. А projectile that impacts 
perpendicular (90 degrees) to the surface will penetrate exactly 100mm of armor. А projectile 
entering at an angle of 45 degrees, will penetrate 141mm. Using trigonometric relationships, the 
effective thickness is always equal to the actual thickness divided by the Cosine of 90 minus the 
incidence angle (where O degrees is parallel to the surface). 


Note that the armor thickness values for each weapon in the WCC already reflect the "slope" of 
the armor as seen from looking at the vehicle from the side. The angle described above comes 
into play as if you were looking at a side impact on the vehicle from above. 


If the incidence angle is low enough, the round will skip or ricochet. All rounds with an impact 
angle below 10 degrees skip, while rounds with an angle less than 30 degrees will ricochet. 
Skipped rounds have their penetration reduced by 85 to 10096 (zero penetration), depending on 
the angle and a random factor. Ricochet rounds lose 50 to 9096 of their penetration, again 
depending on the angle and a random determination. 


29.4 NON-ARMORED TARGETS 


Against non-armored targets, the munition's AP factor is used. This factor is a general 
representation of the total effects caused by exposure to the munition - including power, 
fragmentation, area coverage, and propensity to cause secondary injuries. 


Part |! - 134 


Panthers in the Shadows 


29.5 CALCULATIONS 


29.5.1 Armored / Semi-Armored Targets 

If a round is a direct hit, the penetration and armor values are calculated as above. Additionally, 
about 1 in 30 hits will be judged critical, in that the round impacts a particularly vulnerable location 
on the target. Critical hits reduce the effective armor thickness randomly by 40 to 80% for that 
round. 


If the penetration is at least 10 mm greater than the effective armor thickness, the vehicle will 
likely be destroyed. If the excess penetration is less than 10mm, but greater than zero, the vehicle 
will be damaged, and also has a chance of being destroyed. 


If the penetration is less than the effective thickness, hot metal and other fragments may still be 
created inside the fighting compartment. Generally, this will happen if the round penetrates at 
least 9096 of the armor. Usually the vehicle is only damaged, but it may destroy it. If the round 
penetrates less than 9096, the vehicle may suffer damage but the chances are much reduced. 


АРС and APCBC rounds include an explosive charge not found in the solid AP and APCR (AP40) 
rounds. The explosive charge adds 1mm to 3 mm of penetration to the normal value for the 
round, and if the armor is penetrated, doubles the kill probability. APC and APCBC rounds are also 
more likely to cause immobilization. However, this does not mean that APC and APCBC rounds 
are always more effective than AP or APCR. Because the density and hardness values of APC and 
APCBC projectiles are normally less than AP and APCR rounds, their normal penetration value is 
also less. 


Any round which impacts the side of a ground target, penetrating at least 3bmm, may cause the 
target to become immobilized. The chances of immobilization are greatly increased with increased 
penetration. 


In addition to penetration damage, Semi-armored targets may also be damaged by secondary 
effects described for non-armored targets. These effects only occur when the fire/explosion is 
determined to come from the direction of the side, rear or Panthers. 


If the target unit is an aircraft, the kill probability is reduced to 1/20th of the normal value. This 
reflects the fact that an aircraft can take multiple hits without being immediately destroyed. 


29.5.2 Non-Armored Targets 

Against non-armored targets, any DF direct hit is an automatic kill. However, because non- 
armored targets are usually so small, direct hits are not that common. Non-armored targets usually 
suffer losses from secondary effects, such as shrapnel, flying debris, or concussion. These effects 
are caused by the incoming round either exploding or hitting the ground (or another solid entity). 
The relative ability of each type of munition to cause these effects is reflected in the munition's AP 
value. 


29.5.2.1 Probability Radii 

The procedure to assess losses is slightly different for troops versus guns and mortars. However, 

both start by determining 5 "kill probability" radius values (in meters). The radius values are based 
upon the AP Factor (APF) of the attacking weapon. Against personnel, the maximum radii values 

are: R1=(1.0 x АРЕ); R2=(1.25 x АРЕ); R3=(1.6 x APF); R4=(2.0 x APF); R5=(2.5 x АРЕ). 


Against guns the APF is adjusted from the AP Factor by: APF = (AP Factor -60) /10. The radii 
values are: R1=(3 + АРЕ); R2=(6 + АРЕ); R3=(8 + APF); R4=(10 + АРЕ); R5=(12 + 
APF). 
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The radius values are reduced for the IP level in the hex, generally by being divided by the (IP level 
+ We 


An area of equal kill probability can be found by the equation: pi x г squared. 


29.5.2.2 Results 

Losses are determined by first figuring out how many troops or guns are in each probability area. 
Assume that the area is randomly placed within the hex, and the troops and guns are almost 
evenly spaced. 


For example, each hex contains 10,000 square meters. If the area of probability for R1 is 1000 
square meters, then approximately 1/10th of the total number of personnel targets will be in the 
R1 area. 


However, because units are never evenly spaced, but usually found in clumps of 2 - 5 soldiers, an 
adjustment is made to the values to reflect this. 


Against personnel, only troops in the R1 and R2 areas can be killed. The kill probability in area R1 
is 8096, while in R2 it is reduced to 5096. However, all areas can cause a varying amount of injury 
and other casualties that affect suppression and morale. 


Against guns, only direct hits in area R1 will destroy the weapon. However, hits in R2 and R3 may 
damage the weapon sufficiently to destroy it. As for personnel, hits in the other areas cause 
varying degrees of suppression and morale loss. 


29.5.3 Multiple Targets 

Non-armored targets in a hex can suffer losses even when enemy DF is directed at another 
armored or semi-armored unit in the hex. Each miss is treated as normal DF against one of the 
non-armored units in the hex (selected randomly). 


Additionally, if a vehicle or gun is destroyed, the effects of the explosion and its after effects (fire, 
exploding ammunition, flying debris, etc.) can also cause casualties among the non-armored units. 
The effective AP factor of the "wreck" is randomly determined between O and 150. 


Any type of small arms fire (which uses bursts instead of individual rounds), or flame weapon 
directed against a hex with multiple units will affect all the units in the hex. The effects on units 
other than the specific target are a bonus, in that they are not at the expense of effects on the 
target. This represents the ability of these weapons to effectively cover a large area with fire. 


29.5.4 Flame Weapons 
Flame weapons are radically different from other forms of DF. They use special routines for 
damage assessment. Flame weapons may also set woods and buildings on fire. 


29.6 RESULTS 


Direct fire has many effects on target (or nearby) units. These effects include kills, damage, 
suppression, and morale loss (which can cause the unit to break). 


29.6.1 Kills 

Each kill reduces the number of weapons in the target unit by one. It also lowers the target unit's 
morale by at least 9 points. The actual amount is determined by the size of the target unit (losses 
are felt more in small units), the target's IP level, and a random factor. 
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When a weapon is destroyed, a// units in the target hex suffer a morale loss. The amount of the 
morale loss depends on the type of weapon destroyed. Generally, each vehicle destroyed lowers 
morale of the other units by 2 to 5 levels, each gun 1-2 and each soldier O-1. Aircraft kills are 
exceptional, and lower the morale of every unit on the map by 5-10 levels. 


When a weapon is destroyed, normally its entire load of ammunition is lost also. However, in 
some circumstances, the unit can salvage some or all of the ammo for the remaining weapons. 


Destroyed vehicles add 1-2 smoke levels to the hex, and тау be set alight. If the vehicle is set 
alight, it may also cause the hex to be set on fire, if the terrain is woods or building. 


29.6.2 Damage 

Damage is given only to vehicles, and may be of three types: critical, minor, and immobilized. 
Critical damage is treated as a kill, except that the morale losses are not so great, and there are no 
secondary effects from exploding ammunition, etc. It is also much more likely that the unit can 
salvage some of the damaged vehicle's ammunition. 


Minor damage, on the other hand, has no effect on the unit quantity. However, there is a morale 
loss to the unit, and some ammunition may be lost. 


Immobilized weapons form detachments, and can keep on fighting although they cannot move. 
There is no additional morale or ammunition losses from immobilized damage. If the maximum 
number of detachments have already been formed (about 40 for each force), the weapon is 
destroyed instead. 


29.6.3 Suppression 

The amount of suppression depends on the effectiveness of the incoming fire, and the IP and 
terrain values of the target hex. Generally, each DF round will cause between 2 and 25 points of 
suppression. The suppression against armored vehicles may never exceed 30 points, which is the 
level at which they are completely buttoned up. Against other targets, suppression may not 
exceed 200 points. 


Exploding vehicles and other indirect effects cause suppression as well, although usually less than 
25 points each. 


29.6.4 Speciali Considerations 

Whenever a unit is destroyed, the remaining units in that company formation immediately undergo 
a special morale loss. Generally, the morale loss is less than 10 points. When a Company НО is 

destroyed, each unit in that company may lose up to 15 morale points. Destroyed Bn and TF НО 
units have no additional morale effect on the force units. 


29.6.5 Passengers 

When a carrier vehicle is destroyed, normally all of its passengers are lost. Sometimes, a 
percentage may escape and remain fighting with their unit. When a vehicle sustains damage, the 
passenger unit will often sustain kills and casualties. 


If the incoming fire is primarily of an armor-piercing nature, or if the losses are severe, passenger 
personnel units may involuntarily unload. The owning player has no control over the unloading 
action. 
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29.7 DEFENSIVE SMOKE 


Some weapons systems have the capability to "pop" smoke in order to escape from intense DF. 
This capability is indicated for each weapon system in the its TECHNICAL DATA display. 


Units will normally not pop smoke from taking Indirect Fire, unless it is obvious the IF is spotted 
against the unit. 


29.7.1 Initiation 
The computer automatically controls when units will pop smoke. The human player may never 
give a unit the order to pop smoke. 


The computer makes a check to pop smoke after calculating the results of each DF round that is 
fired against the target unit. It is based on the intensity and effectiveness of the incoming fire. 
Normally, if the fire created losses, the probability of popping smoke is nearly certain. Otherwise, 
the probability will generally not exceed 50%. However, the probability is lowered about 2% for 
each Kph of wind speed. 


29.7.2 Popped Smoke Effects 
Popped smoke takes effect immediately, even before the currently firing unit can fire another 
round, and before any other units have an opportunity to engage the target. The following events 
occur whenever a unit pops smoke: 
The units currently firing at the "popping" unit ceases fire for the remainder of this turn. 
The "popping" unit loses its current DF target along with all acquisition. The unit will not 


be able to select another DF target until the defensive smoke completely clears, or it 
moves out from behind it. 


Additional effects based on the "popping" unit type: 
If a VEHICLE pops smoke 
The popped smoke is assumed to be coming from on-board smoke projectors. 


The Popped smoke affects ONLY the target unit. No other units in the hex receive any 
benefit from the smoke. 


3 blocking points are added to all LOS determinations against the target unit for each 
smoke point popped. 


The "popped" smoke provides protection to the unit for 3 turns, unless the unit is moving. 
For each turn the unit has a positive speed (in the movement phase), the protection 
duration is reduced by 1 turn. If the unit moves out of its original hex, protection from the 
popped smoke ceases. 


Any acquisition level held by any enemy units on the popping unit is lost (the acquisition 


levels are set to zero). The acquisition level of units firing at the target is never increased 
above zero as long as the unit is receiving the benefit of the smoke. 


If ANY OTHER type pops smoke 
The unit is assumed to be igniting smoke grenades. 
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The popped smoke is added to the hex, so it benefits all units located in the same hex as 
the "popping" unit. 


For every 5 troops (fractions rounded up) the appropriate number of smoke points (as 
listed on the TECHNICAL DATA screen) are added to the hex. 


Popped smoke levels are added to the hex for three consecutive turns. 


Any other enemy unit which has acquired the "popping" unit immediately loses 1 
acquisition level. Acquisition levels against targets that popped smoke may not be 
increased. 


29.7.3 Organic Smoke Depletion 
Whenever a unit "pops" smoke, there is a chance the unit will run out of its supply of organic 
smoke. This probability is determined by the unit type: 


VEHICLES: 2096 chance of depletion each time smoke is popped. 
OTHERS: 1496 chance of depletion each time smoke is popped. 


Once a unit is out of smoke, it will not be able to pop smoke again for the remainder of the game. 
29.7.4 UNIT INFO BOX 

Friendly units that are receiving the benefits of popped smoke have "Smk" displayed on page 1 of 
their UNIT INFO BOX. Enemy units will display "Popped Smoke!" 


When the UNITS IN HEX menu is displayed, units receiving the benefit of popped smoke will have 
"SMOKE" to the right of their unit weapon type. 


29.8 SPECIAL DF FACING EFFECTS 

Non-turreted vehicles (Tank Destroyers, SP Artillery, Assault Guns) and towed guns always must 
face their targets. If, at the beginning of the Activity Phase, one of these unit types has targeted 
an enemy unit for the upcoming DF phase it will be automatically rotated to face that target. 
This facing adjustment is automatic, and is accomplished even if, for some reason, no rounds are 
eventually actually fired at the target. The adjustment imposes no other penalty or effect on the 
unit. 


SECTION 30: INDIRECT FIRE 


Indirect fire is unaimed, and the firing unit does not have to be able to see the target. IF fire is 
subject to a delay before the mission commences. 


30.1 ACCURACY 
The current mission accuracy is the probability (0-100926) that a round will impact in the target hex. 
Rounds that miss the target hex will land randomly in another hex within 200 meters of the target. 


Generally, errant rounds land downwind of the target hex, a probability that increases with wind 
speed. 
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The initial accuracy for a PPD IF mission is 1.5 times the firing unit’s morale level, or a maximum 
of 9596. For all other mission types, the initial accuracy is the firing unit's morale level minus 20. 


Other than dispersed missions, the minimum initial accuracy is 4096. For un-dispersed missions, 
the accuracy may not exceed 9596 for PPD and spotted hex targets, and 75% for unspotted 
targets. For dispersed missions, the accuracy never exceeds 50%. 


The nominal accuracy is proportionally adjusted at the time of firing for any suppression on the 
firing unit. The accuracy is also reduced for rapid rates of fire, up to -20% for ROF's of 8 or more 
rounds per minute. 


30.2 SPOTTED FIRE 


If the fire mission is being observed and adjusted by a spotting unit, at first only single spotting 

rounds will be fired. But, by transmitting the results of these rounds back to the firing unit, and 
"bracketing" the target, the mission accuracy will normally increase each turn. Once the mission 
accuracy exceeds 8096, no more adjustments will be made, and FFE will be fired normally. 


IF fire against unit targets, which will track the units if they move, must be spotted. IF fire against 
hex locations may or may not be spotted, at the discretion of the owning player. 


The increase in accuracy each turn for spotted fire is dependant on the morale of the spotting unit, 
the LOS to the target (-10% for each BLOCK POINT), and suppression оп the spotting unit (-1% 
for each suppression point). When a spotting round fails to hit the target hex, the accuracy will be 
slightly increased. 


If the spotted fire is directed against a moving unit, the accuracy will be decreased absolutely by 
twice the unit's ground (not apparent) speed in kph. If the unit is moving fast enough, the 
accuracy will decrease each turn. 


If the spotting unit is destroyed, the mission will become unspotted. The remainder of the FFE will 
be fired at the last targeted hex. 


30.3 SMOKE/ILLUMINATION 

Smoke and illumination missions are generally fired dispersed. That way the effects of the mission 
can be spread out. Otherwise, when many rounds land in one hex some are often wasted once 
the maximum level is reached. The maximum smoke level is 15 per hex. The maximum artificial 
illumination level is 5 per hex, where each level adds 10% to the light level. 


On average, 1 smoke level is added for every 10 kg (22 lbs) of smoke shell weight fired into a hex. 
However, normally a single shell will not add more than 1 smoke level by itself. 


For illumination rounds (parachute flares and star shell), on average each 5 kg (11 Ibs) adds one 
illumination level. Like smoke, one shell generally does not add more than one level of illumination. 


30.4 ROLLING BARRAGES 


Rolling barrages are a form of "automatic" artillery fire directed across the entire front. In effect, 
50 hexes are simultaneously hit by a north-south "wall of fire." 
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Each hex will be hit by anywhere from 6-15 rounds per turn. The actual number in the barrage is 
determined by the firing force's overall morale and supply levels. However, no hex will receive 
less than half the number of rounds received by the hex with the most. 


Each incoming round causes damage in the impact hex per the standard IF routines. The shell size 
and gun type for each round is the 2 or 3 most common artillery types for the firing force in the 

year the battle occurs. Note that this is determined for each round. The single barrage will include 
shells from several gun types. Rolling barrages include field pieces only - never mortars or rockets. 


Rolling barrages are delivered on turns 3 - 14, although there is a chance that they may end 
sooner, starting with turn 9. The barrage starts at the enemy start line. Every other turn, the 
barrage is shifted back 100 meters toward the enemy edge of the map. 


30.5 CARPET BOMBING 


In Panthers, the entire carpet bombing attack (which would take several hours in real life) is 
compressed into a single turn. Carpet bombing always occurs on turn 1. 


The target area (or "carpet") begins 1500 meters in front of the friendly start line, and extends 
from there 1000 meters towards the enemy edge of the map. The top and bottom of the map 
serve as the other edge boundaries. 


Each carpet bombing attack (and players can select more than one!), consists of approximately 
1000 aircraft. The aircraft are grouped together into squadrons and boxes, so that 9-20 aircraft 
will drop their bombs at roughly the same time and in the same area. You'll be able to "see" each 
box as it comes over, from the cluster of impacts it leaves. Each impact represents the delivery of 
a "stick" of from 3-8 bombs. 


30.5.1 Carpet Bombing Accuracy 
The accuracy of the carpet bombing decreases a little with each box that flies over. This is 
because the dust, smoke, and confusion over the target area increase. 


Even though the "carpet" target area is well defined, bombs may fall anywhere on the map. In 
fact, some boxes of aircraft may even drop their bombs off-map. This makes the carpet bombing 
a double edged sword, since some friendly losses must be anticipated along with the destruction 
to the enemy. 


30.5.2 Extra Effects 

Carpet bombing uses the standard damage routines for explosives (applicable to artillery and 
airstrikes) which are described below. However, because the scale of carpet bombing is so 
massive, it creates effects beyond what is normally applied. 

In particular, the force being bombed suffers the following additional effects: 


Morale is decreased for all units by up to 5096 (on top of any loss suffered from the 
bombs themselves). 


The force's command delay is doubled for the remainder of the game. 
30.6 DAMAGE RESULTS 


IF rounds and bombs fall randomly within their impact hex. As such, the damage calculations are 
all based on the probability that the round will land on or some distance away from actual targets. 


Part Il - 141 


Panthers in the Shadows 


30.6.1 Vehicle Damage 

Vehicle hits depend on the vehicle "footprint" compared to the area of the hex. For example, a 
vehicle that measures 7 meters long by 3 meters wide has a footprint of 21 square meters. When 
compared to the 10,000 square meters per hex, the chances that the round will score a direct hit 
on the vehicle is 21 out of 10,000. 


If a direct hit is not scored, a check is made for near misses. In this situation, any round that lands 
within 2 meters of a vehicle is considered a near miss. Therefore, 4 meters are added to each 
dimension (2 on each side) and the footprint is recalculated. Using the same vehicle as in the 
above example, the near miss footprint is much larger - 56 square meters ( 11 x /- 77 minus 21). 
Against armored vehicles, incoming rounds that score direct hits use the standard DF result 
calculations, with the impact side being the Panthers of the vehicle. Otherwise, close misses may 
damage or immobilize the target. 


Direct hits on semi-armored vehicles, on the other hand, destroy the target. Near misses can 
destroy the target and cause damage and immobilization. 


30.6.2 Non-vehicle Targets 
For non-vehicle targets, the IF/bomb procedure is almost the same as for DF near misses and other 
effects against the same type of targets. 


The standard burst radii (in meters) are used as the benchmarks. 
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Besides the IP effects, one meter is added/subtracted to each radius for every 10 AP Factors the 
actual AP Factor is above/below 60. 


Losses are assessed according to the effect column of the table above. 


30.7 CRATERING 


Heavy SEN and bombing may cause clear (not woods or light woods) hexes to become 
cratered. 
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For artillery, at least 10 shells must fall into a hex in a single turn in order for this possibility to 
occur. Once this level has been reached, each additional shell (with a AP Factor of 60) has 
approximately a 1/20th chance of causing the hex to become cratered. This probability is adjusted 
appropriately for the actual AP Factor. 


The results for bombing are similar, but fewer actual bomb impacts may be necessary to reach the 
initial threshold. The actual number ranges from 6-10, and depends on the bomb size. 


A level 3 building hex that would be cratered, becomes rubble instead. Level 1 and 2 building 
hexes may be cratered normally. 


30.8 INCENDIARY 


Incendiary rounds, such as white phosphorus, are extremely effective at destroying and 
incapacitating all types of targets. As such, a direct hit by an incendiary round automatically 
destroys the target, no matter what the target's type may be. Additionally, near misses are twice 
as effective as HE rounds at causing damage and immobilization. 


Incendiary rounds may also set woods and building hexes on fire. Like flame weapons, the 
probability depends on the round AP Factor, and the terrain type. 


30.9 COUNTER-BATTERY FIRE 


CB fire is friendly artillery fire aimed at knocking out the enemy's artillery batteries. Friendly CB 
assets are not part of the combat task force, and may not be given orders or controlled in any 
way. 


In the simulation, CB fire is allocated by "points," where each point represents about a dozen 
rounds accurately delivered. CB points and targets are assigned automatically by the computer, 
and may not be changed by the owning player. CB efforts represent the coordinated actions of 
several elements that are not part of the friendly force, such as range and direction detector units, 
controlling and coordinating units, and specially detailed artillery units. 


A force with either morale or communications values below 60 has no CB capability. Otherwise, 
the maximum number of CB points that may be used each turn is calculated by: 

([(morale/10) + (commo/10) + (airsup/5)]/6)-2. The actual number of points will be picked randomly 
between 1 and the maximum number. 


Only enemy off-map units may be directly targeted by CB fire. However, on-map enemy artillery 
units risk having their location detected by the friendly force, which make them vulnerable to 
normal IF or airstrikes. Only units that fire may be detected or targeted by CB fire. 


Normally, CB fire takes from 2 to 4 turns to hit (once the off-map firing unit has been detected). 
During this time it is possible for the off-map unit to move, but only if it is an SP unit and is not 
firing and has no missions scheduled for at least 8 turns. If the unit does "move" before the СВ 
fire arrives, the incoming CB fire will have no effect. 


The results of CB fire are computed exactly as that for normal unspotted IF, except the accuracy is 
reduced an additional 2096. Note that in addition to destroying off-map weapons, CB fire can add 
suppression and decrease morale as well. 


Barrage units are never subject to CB fire. 
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30.10 OTHER EFFECTS 


HE rounds and bombs may cause smoke to be placed into their impact hex. The amount of smoke 
depends on the weight of the round. 


HE type rounds may also clear wire obstacles and mines in the impact hex. The probability of this 
also depends on the projectile weight. 


SECTION 31: AIRSTRIKES 


Airstrikes are the only method that can be used by tactical aircraft to attack ground targets. ` 
Airstrikes are given only a general target location on the ground; at the time of the strike, the air 
unit will select its own targets. 


31.1 FLIGHT PATH 


The flight path is a straight line track that the aircraft will follow. Paths must be horizontal or 
vertical, and follow a cardinal direction (North, East, South, West). The selection of the flight path 
direction has many effects on the attack profile. 


31.1.1 Target Area 

The air unit selects targets from a rectangular area centered on the actual target hex. This 
rectangle measures 800 meters by 3000 meters, and has its long side aligned parallel to the 
direction of the flight path. For example, if a strike is moving from north to south, the rectangle 
would extend 400 meters east and 400 meters west of the flight path, with the northern and 
southern limits each 1500 meters from the actual strike target. 


Only targets from within this area may be attacked. If no enemy units are present, the strike will 
normally not occur. If no enemy units enter the area after several turns have elapsed, the strike 
may be aborted. 


Sometimes, the air unit may attack friendly units. The probability of this mishap occurring is more 
likely if there are no enemy units in the strike area, or if the opposing forces are close. 


31.1.2 Speed 

The speed of the aircraft varies along the flight path. Before engaging a target, the unit moves at 
90-100% of its maximum speed. After engaging the target, the speed is reduced to 50% for the 
duration of the run, as the unit pulls up and out of the attack. 


31.2 ATTACK TYPE 


Airstrike runs are either bombing and strafing. Because the presence of bombs decreases an 
aircraft’s performance characteristics, air units will always attack with the bombs on the first pass. 
Units without bombs can make strafing runs with other available weapons, including rockets, 
machine guns, or cannon. The type of strike will also influence the air unit’s target selection. 


Once any bombs have been expended, the air unit will attack with its remaining weapons in 
sequence. Only when a particular weapon’s ammunition has been fully expended will the next 
weapon be used. For example, an air unit with a primary weapon of rockets, and a secondary 
weapon of a MG will fire all of its rockets before using the MG. 
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Airstrikes reduce the morale of units in or near the strike area, even if those units are otherwise 
unaffected by the strike. The amount of morale lost depends on the distance from the actual 
strike location, and the quantity of munitions expended during the strike. 


31.2.1 Bombing 
Bombs are normally HE, but a few special purpose types are incendiary or flame. 


Air units always drop all of their bombs at once, on a single target hex. However, some bombs 
may land in hexes beyond the "drop" point, along the flight path direction. The drop hex is always 
a hex in the flight path. 


Bomb results are calculated exactly as was done for IF. However, because bombs are so much 
bigger than most IF rounds, they will cause significantly more damage. 


If the aircraft unit is a dive bomber (accuracy greater than or equal to 80), the size of the vehicle 
"footprints" is multiplied by 4. This reflects the dive bombers' much greater accuracy and ability 
to pick out a single target over other strike aircraft. 


31.2.2 Strafing 

Unlike bombing, during strafing runs air units may engage multiple targets in the same pass. The 
maximum number of targets that may be engaged is limited to the firing weapon's NORMAL ROF. 
If more than one target is attacked, all targets will be attacked with the LIGHT ROF. Otherwise, an 
single target will be attacked with the NORMAL ROF number of rounds. 


Unlike bombing, the targets do not need to be exactly in the line of flight. However, the accuracy 
and quantity of rounds fired at the target decreases the farther away the target is from the flight 
path. Strafing results are determined exactly like normal DF. The range is calculated as 200 
meters plus the deviation from the flight path. 


31.3 AWRY 


Sometimes navigational errors or unclear ground situations may cause an air unit to hit the wrong 
target area. When this happens, the airstrike goes awry. 


The probability of a strike going awry is 100 minus the air unit morale divided by 2. This 
probability is increased 1096 for overcast conditions, plus 196 for each point the overall light level 
is less than 100. Additionally, 2096 is added if the time of day is dawn or dusk. 


When a strike goes awry, the target area is shifted randomly by up to 3000 meters in any 
direction. The probability of attacking friendly forces in the target area is also increased by 50%. 
The strike flight path direction remains unchanged. 


31.4 AA FIRE 


Enemy ground units along the strike flight path attempt to engage the air unit as it comes with 
range. АА fire is treated as normal DF, with a few exceptions explained below. Unlike normal 
DF, the results of AA fire are applied to the air unit immediately. 


31.4.1 Firing Unit 

Only units with AA type or small arms weapons may engage enemy aircraft. Non-AA type 
vehicles may only use their 43 weapon for AA fire, which is normally an externally roof-mounted 
MG. lf a non-AA vehicle has more than 25 suppression points, the vehicle is considered buttoned 
up and may not use the AA weapon. 
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If the defending unit has "AIR" set as its primary engagement type, the unit will lose any current 
target it might have (along with any acquisition levels) and use its RAPID ROF setting for the AA 
fire. 


Otherwise, if the unit does not have a current target, it will use the RAPID ROF value. If the 
defending unit has a current target, there is only a 50-50 chance it will engage the aircraft. If it 
does fire at the air unit, one of two things can happen. Either it will keep its current target and use 
the LIGHT ROF setting against both targets, or it will switch to the air unit exclusively and use the 
NORMAL ROF value. 


AA fire may not be directed against aircraft in the same hex as the firing unit (straight up). 


31.4.2 DF Adjustments 

The normal DF range, ROF, and accuracy calculations apply to AA fire. However, these values are 
adjusted for the special circumstances of trying to hit a fast-moving target in the air. These 
adjustments are proportional. 


The actual number of rounds fired at the aircraft will never be more than one third the normal 
value. This decrease is caused because the unit will have, on average, less than 20 seconds (1/3 
of a turn) to fire while the aircraft is within range. 


The DF range to the aircraft is 1.5 times the "ground" distance, averaged over the flight path of 
the aircraft. The increase is due to the height of the aircraft, and the special effects the high firing 
angle has on the projectile trajectories. The range from the ground to an air target is always at 
least 400 meters. 


The accuracy of AA type units is reduced by 1/3. For non-AA units, the fire accuracy is reduced 
by 1/2. 


31.5 ABORTS 

An air unit breaks automatically if its morale is reduced below 30. When an air unit breaks during 
its run, it immediately aborts the strike. When a unit aborts, it is immediately removed from the 
map, and is not given the chance to complete the run or to engage any more targets. 

Aborting units may either return to their base and leave the battlefield altogether, or circle for 
another pass. The seíection depends entirely on the morale level of the air unit, and whether it has 
suffered any damage or losses. 

31.6 ENDING THE STRIKE 

Once а strike has been scheduled with the FDC, it may not be changed or cancelled by the owning 
player. The air unit will normally make 3 or 4 passes over the target area or until it either destroys 
all of the targets it can find or runs out of ammunition. 

A delay of 2 or 3 minutes is imposed between consecutive runs of an airstrike mission on the same 
target. 

31.7 OTHER DELAYS 


The airstrike delay may be prolonged by bad weather or reduced light 
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conditions. This extra delay represents the increased difficulty for the pilots in performing the 
mission, taking into account such things as locating a break in the clouds and picking out a 
suitable target in limited light. 


The probability of the strike being delayed is determined on a turn by turn basis, so the friendly 
player will never be able to tell in advance exactly when (or even if) the strike will occur. The 
probability of a strike being delayed increases exponentially with decreasing light, and is decreased 
further for overcast or light rain/snow conditions. Dawn and dusk conditions also greatly increase 
the delay probability (due to shadow and color effects). 


Airstrikes are prohibited in fog, heavy rain, heavy snow, and at night. 


SECTION 32: BRIDGE DEMOLITION 


Bridges are demolished ("blown") during the Activity Phase. However, to be blown, a bridge must 
first have been primed during the set-up phase. 


32.1 ISSUING THE DEMOLITION ORDER 


Orders to blow bridges are issued through the ENG staff officer page. The unit receiving the order 
must be located on an end of the bridge. Further, the unit must be a combat engineer. However, 
the unit may be of any size - including a detachment. 


Caution: Once the demolition order has been issued, it may not be rescinded! 
32.2 DEMOLITION 


At the start of the movement phase, engineer units with demolition orders will attempt to blow 
their bridges. However, such engineer units must be stationary and in a hex on either end of the 
bridge. 


Note that because these attempts occur after the "combat" portion of the turn, it may happen that 
some of the engineer units with orders to blow bridges are destroyed or broken. In these cases no 
attempt can be made to blow the bridge. 


The probability that a demolition attempt will be successful is the force training level times 8096. 
So, for example, if the force training level is 80, bridge demolition attempts will be successful 6496 
of the time. 


If the demolition is successful, the bridge is eliminated from the map. The road or railroad lines will 
terminate in the center of the hexes on each end of the old bridge. The bridge may never be 
repaired or rebuilt. 

32.3 RE-PRIMING 


If the bridge demolition was unsuccessful, the engineers will automatically try to re-prime the 
bridge - as long as they do not have movement orders to leave the bridge site. 


Re-priming a bridge requires that at least one squad (8 troops) of combat engineers be on-site. 


Under optimum conditions, re-priming a bridge will take 5 turns. However, for each additional 
combat engineer squad at the bridge, this time is reduced by 1 turn. 


Part Il - 147 


Panthers in the Shadows 


Re-priming will normally take longer than anticipated. In particular, re-priming times will be 
increased if the force training level is low, or if the engineer units are taking suppression. 


Once a bridge has been successfully re-primed, it may be blown normally. However, the 
demolition order is not automatic. The owning player will have to re-issue it. 

SECTION 33: FLAME WEAPONS 

Flame weapon results are all based upon an adjusted AP Factor. The base (WCC) AP Factor (APF) 
is multiplied by 2 against non-armored targets, by 1.5 against semi-armored, and is unchanged 


against armored. If the unit is in a level 2 or 3 IP, the APF is reduced by 10 or 20%, respectively. 


The target unit's terrain may also decrease the APF: Woods: -25%; Bldg 2: -1596; Bldg 3: -4096; 
Rubble: -5096. 


The adjusted APF may never be less than 30. Against armored targets, the APF may never exceed 
50. 


The adjusted APF is the kill probability. With flame weapons, damage results are treated as kills. 


Flame weapons may also set the hex terrain on fire. 


SECTION 34: SMOKE GENERATOR UNITS 


Smoke generator units are designed especially to lay thick smoke screens across a substantial 
area. Normally these smoke screens are intended to hide friendly movements from the enemy, 
rather than to just protect against enemy fire. 


To make smoke, a smoke generator unit must not be moving. If this condition is met, the unit can 
be ordered to make smoke by clicking on the TARGET box of the UNIT ORDERS menu. "Making 
Smoke" will then appear instead of a TARGET in the UNIT ORDERS menu. Detachments may also 
be given the order to generate smoke. 


Once a smoke generator unit has been given orders to make smoke, it will continue to do so until 
its smoke capability is exhausted. The number of turns the unit will continuously make smoke is 
equal to the ammo quantity for the main weapon. 


Each generator adds 10 smoke points to its hex each turn. These smoke points are added at the 
beginning of the normal DF Phase, after the Ambush DF has concluded. 


SECTION 35: ILLUMINATION 


This section is concerned with artificial illumination levels, caused by artillery delivered flares, 
wrecks, and forest/town fires. 


When present in a hex, artificial illumination adds to the ambient light level. Each artificial 


illumination level adds 10% to the light level of a hex. So, for example, if the ambient light level is 
20, a hex with 3 artificial light levels would have an overall light level of 50. 
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If the artificial illumination level of a hex is 2 or more levels, the illumination may also increase the 
light levels of adjacent hexes. The probability of light "spreading" is 1596 for each illumination 
level in the primary hex. Adjacent hex levels may never exceed 1/2 of the primary hex level. 


The artificial illumination level of each hex from non-fire sources is reduced by 5096 (rounded up) 
at the end of each turn. 


SECTION 36: FOREST/TOWN FIRES 


The use of incendiary or flame weapons will often set the target hex on fire. Less likely, but still 
possible, burning wrecks may cause ignition of the terrain as well. 


The intensity of a fire is represented in the hex fire level. The maximum fire level is 4. 

36.1 FIRE IGNITION 

In general, only woods and buildings héxes will burn. However, in dry conditions, crop hexes may 
be set on fire as well. When a flame or incendiary weapon is used in a hex, the unadjusted AP 


Factor (APF) is used to determine the probability of ignition. For burning wrecks, each wreck is 
given a temporary APF of 10. 


PROBABILITY OF FIRE (96 


NEN NORMAL WET WEATHER 
WOODS 7596 x APF 30% x АРЕ 
BLDG 1 9596 x APF 7596 x APF 


BLDG 2 70% x АРЕ 40% x АРЕ 


For example, under normal conditions a flamethrower "round" with an unadjusted АРЕ of 40 has а 
3096 chance of setting a woods hex on fire (7596 of 40 is ЗО). Therefore, if the flamethrower fires 
3 or more "rounds," it is almost certain that the hex will be set on fire. 


When a hex is ignited, the fire level is set to 1. A hex's fire level may be increased by additional 
flamethrower or incendiary rounds. 


36.2 SMOKE 
For each fire level, an average of 2 smoke levels are added to the hex. 
36.3 ILLUMINATION 


Each fire level adds 1 illumination level to the hex. If illumination level exceeds 2, the illumination 
may "spread" normally to adjacent hexes. 
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36.4 SPREADING 

Fires may spread to adjacent hexes and grow in intensity. The chance a fire will spread depends 
upon the wind speed and the fire level in the hex. The faster the wind, the greater the chance of 
spreading. Fires generally spread downwind. 

If the fire level in a hex is less than 4, the fire may gain in intensity. The probability depends on 
the terrain type, and the wind conditions. Once a fire reaches level 4, it will burn indefinitely for 
the remainder of the game. 

Fires less than level 4 may also lose a fire level, but only if the wind is not strong. Level 1 fires 
may go out completely. The probability again depends on the terrain type and wind. Fires are 
much more likely to go out completely in wet, still conditions than under normal ones. 

36.5 TRAPPED UNITS 


There is a probability that units occupying a hex that is on fire may become trapped by the fire. 
The probability of being trapped depends on the hex fire level, and unit weapon type: 


PROBABILITY OF BEING TRAPPED 


The check for trapped units is made individually for each unit in a potential fire trap situation during 
the Inter-turn phase. 


Units that become trapped are immediately moved by the computer into the "best" adjacent hex. 
MP's are not charged for the repositioning, so in effect, this is a "free move." However, units will 
not move into hexes that would normally be prohibited, and there are other effects. 


If the unit is moved into an adjacent hex that is not on fire, the unit will suffer a 15 level drop in its 
morale, and will be assessed 200 points of suppression. If the unit is forced to move into another 
hex on fire, it will suffer a ЗО level drop in morale, be given 200 points of suppression, and take 
casualties as well. The percent quantity of casualties will be approximately two times the fire 
level. 


SECTION 37: AGGRESSIVENESS 


The aggressiveness level is used by the computer to select and place units, and to determine the 
general strategies that will be used. The aggressiveness is used for both attacking and defending 
computer players. 
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Aggressiveness may be categorized as high, low, or middle. It is important to realize that 
aggressiveness is not absolute. If a computer opponent is given high aggressiveness, it may do 
something appropriate for low. Aggressiveness is just a tendency to act in a certain manner. 


Opponents with low aggressiveness tend to be very balanced and conservative. They will attack 
and defend very evenly, and will select balanced tank/infantry forces to do the job. Normally, at 
least part of the force will be kept in reserve until the action has stabilized. Low aggressiveness 
players also depend on standard artillery for fire support at the expense of aircraft, rockets, and 
exotic ground units. 


Computer opponents with high aggressiveness will take chances. Certain sectors of the map may 
be overloaded, and reserves may be placed very close to the front. In many cases, the strategy 
becomes almost an all-or-nothing gamble, which can end only in either a decisive victory or sorry 
defeat. Opponents with high aggressiveness are much more likely to select aircraft, flame 
weapons, and rockets. They pack a terrific punch but for only short durations. 


Computer opponents of normal aggressiveness tend to blend the traits of high and low 
aggressiveness together. 


SECTION 38: AIRDROPS 


The reinforcement by airdrop routines is used to drop units onto the map once the battle is under 
way. In order to be brought in as an airdrop reinforcement, units must have been so designated in 
the Set-up Phase. 


Airdrop reinforcements may be delivered by parachute or glider. Personnel type units have the 
option of either method. Other weapons can be brought in only by glider. 


Airdrops occur at the END of the normal Movement Phase. 
Special designer note: 


Being airborne-qualified and having made some "combat equipment" and night training jumps, | 
want to make a few personal comments here concerning the applicability of airdrops in a game 
such as Panthers. 


In World War ІІ, most airdrops took place over several hours, and normally troops ended up spread 
out all over the place. Even in the best uncontested jumps, it took 30 minutes to get enough 
troops assembled and under their normal leadership for the units to be considered "whole". In the 
worst, even after a few hours you'd still have a "platoon" of 20 men commanded by a general. 


On the whole, during the first few hours the fate of the paratroop drops relied on the direction and 
initiative of junior leaders. There was а lot of confusion as units assembled. Ammunition and 
weapons containers had to be found, often in the dark. Radios didn't work. Units found 
themselves so far from their intended DZ's they didn't even have maps to tell them where they 
were. 


Since Panthers is designed around placing human players in a position of Task Force command, it 
is difficult to recreate this level of confusion and lack of control effectively. So, l've settled for an 
semi-abstraction that I hope will provide the "flavor" of airdrops within the Task Force level 
framework. 


Part Il - 151 


Panthers in the Shadows 


Up front, players should note that the mechanics are geared more towards the Overlord type jumps 
rather than those that came off almost perfect as in Eben Emael and Market Garden. Which is not 
to say уои can't get picture perfect jumps in Panthers. You can, but you'll need to set the wind 
speed very low, and keep the other important factors highly in favor of the jumping force. 


38.1 INITIAL PLACEMENT 


Airdropped reinforcements must be assigned to one of the designated landing Drop Zones (DZ's). 
However, only rarely will units land on these hexes exactly. Instead, even in the best of 
circumstances the units will tend to be spread out around these area for a few hundred meters in 
all directions (although more to the downwind side). 


There are a lot of reasons for this dispersion, but the two biggest are that you can only get troops 
out of a plane so fast and that the planes must maintain distance from each other. Of course, 
other things often add to the confusion - such as the weather can prevent the pilots from correctly 
identifying the DZ, or lots of enemy AA fire can cause early releases, or deviations from the flight 
path, not to mention the hair-triggered friendly AA gunners. So the drops can sometimes end up 
WAY off target. 


In some cases, things сап be even worse for the gliders than paratroops - since the speed of the 
towing plane is so low they become a very vulnerable target. In the event of heavy AA, it was 
often better for the survival of both the plane and glider to disconnect a little early. 

38.2 DETERMINING THE ACTUAL DROP HEX 


The actual drop (or placement) hex for each unit is determined through a combination of factors. 
The first determination made is whether or not the drop is on the DZ or not. 


PARACHUTE: Eo d 


Overcast 


Clear 4 


If the light level is less than 50, add: 2 x (50 - light level) 


As the enemy air superiority level increases, the probability of missing the DZ completely also 
increases. This makes sense, since the incoming transports are going to have to dodge a bunch of 
enemy fighters to get through. When they're done, who knows where they'll be (including the 
friendly pilots!). In a similar fashion, the probability of missing the DZ goes up if the light level is 
below 50%, since it becomes difficult for the air crews to identify the ground features. 


50 
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If a determination is made that the DZ is missed, the units may be dropped almost anywhere on 
the map. In fact, they may be dropped off-map as well - in which case they are permanently lost. 
The distance the actual drop hex is moved from the designated DZ is a function of the force 
training level, morale level, air superiority level, wind speed, wind direction, and the light level. 


When multiple units are due to arrive on the same turn and at the same DZ, they will often share 
the same actual drop hex. However, this depends on the same conditions mentioned above. 


38.3 SCATTER 


Once the actual drop hex has been determined, the dropped unit may scatter up to 4 hexes (400 
meters) from this location. This is an effect caused mainly by the wind. 
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38.4 CASUALTIES 


Casualties from air landings include not only injuries, but also troops that land outside the 
immediate assembly area. For all intents and purposes, these troops are lost to the owning player 
within the game scope of Panthers, although they may be recovered later. 


The casualty rate is a function of the landing hex terrain and the wind speed. 


| Base Air/Landing Casualty Probabilities (96) | 
` Las Luss |ж | и! эше ва weem 


Te ИШЕ КИК КЕКЕ СЕ ЕЕ ЕСЕГЕ 


_ 
Loss percentages are cumulative and аге DOUBLED for each 5 Kph of wind speed over 20 Kph 


38.5 LANDING EFFECTS 


In addition to possibly taking casualties, upon landing, units are subjected to the following effects: 


Disorganization - All units become disorganized upon hitting the ground. Disorganized 
units may not move, fire, or be given orders. On average, disorganization lasts 5 turns for 
Personnel units, 8 for vehicle units, and 10 for gun units. However, units will recover 
from disorganization in a random fashion, so it is impossible to tell when any particular 
unit will become organized. 
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Suppression - Units landing by glider are assessed 50 suppression points, those by 
parachute 200. 


Morale Loss - If the unit took casualties, a special morale loss assessment may be made if 
the loss is (randomly) determined to have been a key leader. 


38.6 PARACHUTE DELIVERY EFFECTS 
Units landing by parachute are subjected to additional effects not suffered by those in gliders: 


In the Air - Parachute units spend at least one turn floating to earth. In some cases, 
however, it may be two or even three turns before the unit lands. During this time, the 
unit is "In the Air", and may not try to sight enemy units, move, fire or be given orders of 
any type. Additionally, units In the Air are have an average elevation for sighting and LOS 
purposes of 20-50 meters above ground level (AGL). Targets In the Air are always 
considered silhouetted. 


Drift - Units In the Air may drift up to several hexes from their drop hex. Drift is a 
function of the wind speed and direction. 


Once parachuted units hit the ground, they become subject to the normal landing effects. 
38.7 GETTING AIRDROP INFO 


Before being dropped on the map, units scheduled for airdrop (as well as normal reinforcements) 
are held off-map. However, they will still show up on the staff officer pages (as off-map units), 
and from there may be selected for additional information. To select a unit, highlight its box and 
click the LMB. 


The map will be drawn and the unit's intended DZ will be identified with the yellow "target" 
symbol. At the bottom of the screen, the UNIT INFO BOX will provide the unit's scheduled 
delivery type (parachute or glider) and drop turn. 


SECTION 39: END OF GAME 


Games may be ended at any time. However, all games end automatically at the expiration of the 
selected game length. 


39.1 VICTORY CONDITIONS 


There are 5 levels of victory: PLAYER £1 DECISIVE; PLAYER £1 MARGINAL; DRAW; PLAYER 
#2 MARGINAL; and PLAYER £2 DECISIVE. The level of victory compares the respective victory 
point (VP) totals of the two forces. VP's are earned in the initial unit selection process, from 
combat results during the game, and by the situation at the end of the game. 


39.1.1 Initial Selection VP's 


For each weapon chosen by a player, the opposing player is awarded VP's. The more powerful 
the weapon selected, the greater number of VP's awarded to the other side. 
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The VP cost of vehicles is further increased from the value shown in the table by one point (рег 
vehicle) for each 10mm of main gun caliber. 


At the conclusion of the selection phase, the total is modified by the overall force morale level and 
supply levels. Additionally, the total is further reduced by 1096 for each turn that the standard 
force delay exceeds 2 turns 


Improved Position and Mine points are not affected by supply or 
morale considerations. For VP calculations, lanes count as mines. 


39.1.2 Combat Loss VP's 
For each weapon destroyed VP's are awarded. Like selection, the more powerful the weapon 


destroyed, the greater number of VP's awarded. Destroyed VP's are awarded for IF, DF, or 
minefield losses. VP's are not awarded for mechanical breakdowns. 


VP PER WEAPON 


AIRCRAFT 10 (spotter) - 
Kos 25 (attack) 


39.2 END OF GAME 


At the end of the game, each force may receive VP's for units on the map. Only unbroken units 
qualify for VP awards. The criteria for attacking and defending players are different, as described 
below. In a meeting engagement, both players receive VP's according to the attacker's schedule. 
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A defending force receives VP's for the following weapons remaining anywhere on the map: 


39.2.1 Automatic End Of Game 
The game ends automatically when either side has no maneuver units left on the map 
(detachments do not count as maneuver units). 


If the attacker has eliminated all of the defending units, then the victory locations may be modified. 
If the objective is the map edge, then the "objective area" is increased from the standard 5 hexes 
along the edge by one hex for each 3 turns remaining in the game (fractions rounded down). For 
example, if the attacker eliminates the last defending unit at a point with 13 turns remaining in the 
game, the attacker will get VP's for all units within 9 hexes of the map edge (5 + (13/3) = 5+4 

= 9). 


If the attacker has an on-map objective, the distances used for VP calculations are increased by 
100 meters for each 3 turns remaining. For the above example, a unit would be considered "on 
the objective" if it is within БОО meters of the objective when the game ended (Normally 100 
meters, and add 400 meters). Also, in this case, the "secondary zone" would be extended from 
350 meters to 750 meters. The final distance values may never exceed 1/2 the width of the map. 


39.2.2 On Map Objectives and Victory : 
When on-map objectives are used (instead of the map edge), Victory Point totals are calculated as 
follows: 


If the DEFENDER has at least one unit ON or NEXT TO the objective: 
-The Attacker gets 2596 of the normal VP value for any units on or next to the 
objective. No points are received for the remaining units. 
-The Defender gets 4 times the normal VP value for units on or next to the objective, 2 
times normal VP for units within 350 meters of the objective, and normal VP for all other 
units. 


If the DEFENDER has at least ONE unit within 350 m of the objective: 
-The Attacker receives the normal VP value for units on or next to the objective, and 1/2 
normal for units within 350 meters of the objective. 
-The Defender receives 2 times normal points for units within 350 meters of the objective, 
normal value for all other units. 
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If the DEFENDER has NO units within 350 m of the objective: 
-The Attacker receives Б times the normal VP value for units on or next to the objective, 
and 2 times normal for units within 350 meters of the objective. 
-The Defender receives normal VP value for all units. 


Only unbroken, non-detachment units count towards these conditions. 


SECTION 40: STRATEGIES 


It is very difficult to put forth blanket statements of strategies that always work. In this 
simulation, as in real life, winning strategies must be selected for the particular conditions and 
force situations "on the ground." However, there are certain principles that should be followed 
whenever possible. 


40.1 GENERAL 


Players need to analyze their particular situation and formulate plans before ever selecting the first 
unit. Even though you may have no idea what the enemy will do, plan for the worst case. Think 
about what units would be effective against that threat, and how you would deploy them. 


One basic concept is to fill all of the line companies before picking the D/S platoons. That way 
you can get a feel for how much fire support you will need, and what types will be best. Aim for 
flexibility, but be careful. Support units are very expensive, and will prove a liability if they cannot 
be used to their fullest potential. 


A general discussion of the major unit types follows. 


40.1.1 Tanks and AFV's 

Tanks and AFV's are very good sources of mobile firepower. A few of these units can be used 
either to crack open a breach in the enemy line, or conversely to quickly close one. To maximize 
the responsiveness of AFV units, keep the company formations concentrated and near a Bn HO. 
This keeps the chain of command distances as short as possible. 


Tanks are vulnerable to close in attacks by enemy infantry. To protect them, keep some friendly 
infantry close by. 


40.1.2 Infantry Р 

Infantry is extremely effective at holding terrain defensively, especially in any sort of terrain 
offering cover or concealment. Infantry units are extremely difficult to see and dislodge, yet 
provide a good deal of firepower and a lot of "eyes" to see the enemy. 


Infantry units can be separated into detachments. This allows a single platoon the ability to cover 
a large area in enough strength to at least slow down an enemy advance. The best part is that 
infantry are "cheap" to select, yet are worth a fair amount of VP's at the end of the game. 


Infantry's biggest weakness is that it is susceptible to artillery fire. To minimize this vulnerability 
try to place infantry into covering terrain or IP's. If this is not possible, sometimes it helps to break 
up platoons into smaller detachments. 


In the attack, friendly infantry provide the best method of neutralizing enemy infantry. However, 
they will probably require a good amount of fire support to keep enemy fire from pinning them 
down as they make their assault. 
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40.1.3 Mechanized 

In a way, mechanized infantry provides the best of both infantry and AFV worlds. Mechanized 
units can move quickly and hold terrain. In the attack, they can provide a large amount of their 
own fire support. 

However, a big drawback to mechanized forces is that the AFV carriers are extremely vulnerable to 
enemy DF when travelling. Another is that mechanized companies generally fill all of a company's 
billets, reducing the organic fire support. 


40.1.4 Reconnaissance 

Recon units should generally be used to initially sight the enemy force as contact is made. They 
are not generally used in the defense (LP/OP's should be used instead), unless the main line will be 
far behind the start line. Then they can be used to keep the enemy in sight and harass the 
advancing forces. 


In the attack, they сап often be effectively used as "bait" to draw the enemy's fire and expose his 
units. Because the best defense these units have from enemy DF is their speed and small size, 
they should be kept moving at all times. 


40.1.5 TD's and AG's 

Tank destroyers and assault guns provide fire support against specific targets. If you think that 
the enemy force will contain many armored vehicles, TD's will prove very valuable. If, however, 
infantry (especially dug in) is the major concern, AG's are an excellent choice. 


Both units provide mobile and strong support against their specific threats. However, if you guess 
wrong about the threat, neither is really flexible enough to recover for the error. 


In the defense, TD/AG detachments are effective in distributing fire support. In the attack, TD/AG 
units should normally be assigned directly to the maneuver company they will support. 


40.1.6 AA 
AA units are often a good idea, since they provide protection against enemy aircraft, and they are 
very effective against personnel and lightly armored ground targets. 


In the defense, AA units should be broken down into detachments to maximize the area that can 
be protected. In the attack, AA units should not generally be broken down. It is more important 
that they move forward to cover the advance. 


Usually, 2 or 3 AA units are sufficient, but that depends on the level of protection you want to 
achieve. 


40.1.7 Artillery 

Artillery is one of the most versatile battlefield weapons. It can hit any hex on the map, апа 
destroy or damage virtually any target. However, the drawback is that artillery fire is not very 
flexible because of the delay before it is fired. Therefore, it is most effective against static 
positions. 


Between SP and towed artillery, SP units are much more survivable, but also much more 
expensive. As for off-map versus on-map placement, there is no one answer. On-map units 
provide flexibility in that they can provide DF against enemy targets when needed. But they are 
very vulnerable. If the enemy has even a minimal CB capability, their location will be exposed 
almost every time they fire more than 1 or 2 rounds. 


Units left off-map are generally safer, but they can't fire DF and don't count for end of game VP's. 
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Normally artillery should never be broken down into detachments. 


40.1.8 Air 

Air units are extremely powerful, and confer many benefits to the owning player. Spotter aircraft 
units are particularly effective when many artillery units have been selected. Attack aircraft, on 
the other hand, are very adept at delivering devastating fire on a select area. 


However, aircraft are very expensive. In order to "pay" for themselves, they will have to kill many 
enemy weapons (at least 7-10 tanks for every aircraft), or destroy some particular weapon that 
would be impossible to get any other way.’ Airstrikes also prevent artillery support during the time 
they are over the battlefield. If not carefully coordinated, this can throw the maneuver fire 
support plans completely off balance. 


40.1.9 Flame Units 

Flame units can prove indispensable in destroying well-fortified positions. They can also effectively 
disrupt whole stacks of units by setting hexes alight, which make the enemy units easy targets for 
normal fire. 


But, flame weapons are very vulnerable to enemy fire. This is because they must get very close to 
the target due to the limited range of the flamethrowers. So, before flame weapons close on the 
target, the enemy force must be suppressed. This calls for coordination and planning, but is 
imperative to preserve the flame unit intact. 


To a greater degree than any other weapon types, the simulation allows a player to select far more 
flame weapons than would have been historically available. Historically, no more than 1 or 2 
platoons of flame tanks would be used together, or perhaps 3-4 platoons of assault engineers. 
Even this was rare. Players interested in historical accuracy should bear this in mind. 


40.2 PRINCIPLES 


The first thing every successful commander must do is analyze the situation considering the 
terrain, objectives, and capabilities of the respective forces. At the battalion or brigade level, this 
must be done both tactically and strategically. Some key elements to consider are: 


1) Determine the most likely enemy course of action. If the friendly force is defending, find and 
block the fastest enemy avenues of approach into the positions. When attacking, identify the 
strongest natural positions, and work up plans to assault or bypass them. 


2) Use the terrain to best advantage. Attempt to occupy and hold elevations, or hexes that 
provide cover and concealment. Long range weapons should always be placed in hexes with good 
fields of fire. 


3) Cover minefields and wire obstacles with DF. There is no better target than a stationary and 
disorganized unit stuck in one of these obstacles. 


4) Use mines and wire as a defense to slow an enemy advance up a fast avenue of approach, or 
to channelize enemy forces into preplanned killing areas. When on the attack, use lanes to clear 
paths through known or suspected enemy minefield positions. But don't always use them to clear 
the main route of advance, otherwise surprise will be lost. 


5) Determine the relative strengths and weaknesses of each side's weapons. Use the friendly 
advantages against the enemy's weaknesses and protect against the enemy doing the same. For 
example, a force that has weapons that outrange the other's should generally engage targets from 
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as far away as possible. This tactic will wear down the other side while keeping friendly units 
relatively immune from return fire. 


6) Maintain surprise. When defending, keep some units hidden until they can get flank or rear 
shots. When attacking, use dust, smoke and terrain to mask the actual size and compositions of 
friendly forces, and/or make diversionary attacks. Keep the enemy guessing. 


7) Prepare for the unexpected. Place a priority on maintaining as much flexibility as possible until 
the situation is clear and the decisive moment has been reached. Units committed at that point 
have far greater effect than if they were initially in the line, or held longer in reserve. 


8) Gain and keep the initiative. Don't let the enemy dictate the course of the battle, or be drawn 
into the trap where friendly forces are constantly reacting to the enemy's moves. 


9) Take advantage of periods of enemy disorganization. This is especially important for the 
defense, where advancing enemy units almost always pause as they reach their first movement 
objectives. 


10) Once it is apparent an enemy unit has broken, shift fire to another target, if available. Broken 
units are virtually harmless, and can be dealt with at leisure. Even if broken enemy units recover, 
they will normally break again very quickly. 


In reality, inspiration for military tactics and innovation can come from the most unlikely sources. 
As an example, before the First World War several members of the German general staff followed 
around an American circus for several weeks. Not that they were big fans of the clowns, animals 
or trapeze artists. Instead, in those days the circuses performed (and lived) under tents, and as 
they moved from town to town they had to set up and tear down in each location. In many cases, 
the "tent city" could literally appear in just a few hours, and disappear without a trace in almost 
the blink of an eye. 


As it turns out, these circus people made an extremely complicated process look easy. They were 
able to efficiently move and organize hundreds and even thousands of people, along with all sorts 
of large and dangerous animals, and their accompanying tons of food and equipment. In some 
cases, special rail cars were even constructed. These were lessons the Germans took to heart, 
and were able to use to their advantage when the war broke out. 

So the final word on strategy is that the "right" answer often can't be found in a book. 


Perhaps the words of several noted military figures sum it up best: 


Know thy enemy and know thyself." Sun 7$и 


"No plan, however carefully drawn up, outlasts the shock of initial contact." von 
Moltke 


"In warfare, the morale is to the physical as three is to one.” Napoleon 


"there is no substitute for victory." Mac Arthur 
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SECTION 41: SOURCES 


Living in the San Francisco, California area, | am very fortunate to have so many good sources of 
military information nearby. Most of the foreign language books, regimental histories, and detailed 
technical works were found at the Hoover Institution at Stanford University. The other books were 
bought at dozens of bookstores scatted throughout the area. 


In this endeavor, | am very thankful to my wife, Elisa, for her invaluable help and hours of research 
at Stanford in dredging up all of this information. Not only that, but her devotion to my cause in 
bringing me back books from her far flung business trips and keeping a sharp eye out for other 
potential sources of information. 


A special thanks also H. Guenter Benz and Kent Kimsey. Hr. Benz is from Velbert, Germany, and 
provided much information on the German weapons from his personal sources. Mr Kimsey is with 
the U.S. Army Ballistics Research Labs, and provided insights and direction into the physical 
calculation aspects of the simulation. ` 


Where conflicts occurred between sources, | generally used the following "order of precedence": 


German and Axis Forces: 

Encyclopedia of German Tanks (Chamberlain) 

Die Deutchen Panzer (Von Senger) 

Aberdeen Series (Hoffschmidt) 

German Tank and Anti-Tank (Hoffschmidt) 

Handbook of German Military Forces (U.S. War Dept.) 


оп эи 


Allied Forces: 

Sherman/Stuart Histories (Hunnicutt) 

British and American Tanks of World War Il (Chamberlain) 
Standard Guide to U.S. World War Il Tanks & Artillery (Schreier) 
World War II Fact Files (series) (Chamberlain) 

Encyclopedia of the Tank (Chant) 


=à 


e s gon 


Bibliography of primary sources: 


A Photo History of Armored Cars in Two World Wars. Forty, George. Blandford Press, 1984. 
Airwar. Jablonski, Edward. Doubleday, 1970. қ 

Anti-Tank Warfare. Biryukov, G. and G. Melinkov. Progress Publishers, Moscow, 1972. 
Armor On Wheels (Olyslager Auto Library). Olyslager Organization. BAS Printers, Ltd., 1976. 
Armored Force Field Manual Series. U.S. War Department, 1942-44. 

Armored Forces. Ogorkiewicz, R.M. Arms and Armor Press, 1960. 

Ballantine's Illustrated History of World War ІІ: The Guns 1939-45. Hogg, lan V. Ballantine 
Publishing, 1971. 

Blitzkrieg 1940. Rutherford, Ward. С.Р. Putnam's Sons, 1980. 

British and American Tanks of World War ІІ. Chamberlain, Peter and Chris Ellis. Arco Publishing 
Со:, 1969. 

Close Air Support. An Illustrated History, 1914 to the Present. Smith, Peter C. Orion Books, 
1990. 

Combat Aircraft of World War Il. Gunston, Bill. (a Salamander Book) Bookthrift Publications, 
1978. 

Combined Arms Actions Since 1939. U.S. Army Command and General Staff College, 1975. 


Conway's All the World's Fighting Ships 1922-1946. Mayflower Books, 1980. 
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Die Deutchen Panzer 1926-1945. Von Senger und Etterlin, F.M. J.F. Lehmanns Verlag, 1959. (IN 
GERMAN) 

Encyclopedia Of Armored Cars. Crow, Duncan and Robert J. Icks. Chartwell Books, Inc., 1976. 
Encyclopedia of German Tanks in World War Two. Chamberlain, Peter and Hilary Doyle. Arms 
and Armor Press, 1993. 

Field Manual (FM) 5-34 Engineer Field Data. U.S. Army Engineer School, Fort Belvoir, Virginia, 
1987. 

German Aircraft of the Second World War. Smith, J.R. and Anthony L Kay. The Nautical & 
Aviation Publishing Company of America, 1972. 

German Tank and Anti-Tank in World War Il. Hoffschmidt, E.J. and W.H. Tantum. W.E., Inc 
1968. 

German Tanks and Armored Vehicles, 1914-45. White, B.T. Arco Publishing, 1968. 

Great Weapons of World War ll. Kirk, John and Robert Young Jr. Walker and Company, 1990. 
Handbook of Chemistry and Physics. Weast, Robert C. (ed.). CRC Press, periodical. 

Handbook of German Military Forces. U.S. War Department. Louisiana State University Press, 
1990. 

High Velocity Impact Dymnamics. Zukas, Jonas A. (ed.). John Wiley & Sons, 1990. 

History of U.S. Marine Corps Operations in World War ll. Beemis, Frank (ed.). U.S. Government 
Printing Office, 1968. 

Hitler's Blitzkrieg Campaigns. Kaufmann, J.E. and H.W. Kaufmann. Combined Books (Distributed 
by Stackpole Books), 1993. 

Infantry Weapons of the World. Foss, Christopher and T.J. Gander. Charles Schribner's Sons, 
1979. 

Iron Arm. Joseph, John and Timothy Sweet. Greenwood Press, 1980. 

Knights of the Black Cross. Perrett, Bryan. St. Martin's Press, 1986. 

Military History (a series of several books). Command and Staff Department, United States Army 
Armor School, Fort Knox, Kentucky. 

Military Transport of World War 11. Ellis, Chris and Denis Bishop. MacMillan Publishing Co, Inc., 
1974. 

Panzer. A Revolution in Warfare 1939-1945. Edwards, Roger. Arms and Armour Press, 1989. 
Polish Armor 1939-45. Barbarski, Krzysztof. Osprey Publishing, 1982. 

Salamander Book of Tanks. Bonds, Ray (ed.). Arco Publishing, 1981. 

Sherman. A History of the American Medium Tank. Hunnicutt, R.P. Taurus Enterprises, 1978. 
Small Unit Actions. Historical Department, U.S. War Department, 1946. 

Standard Guide to U.S. World War ІІ Tanks & Artillery. Schreier, Konrad F. Krause Publications, 
1994. 

Stuart. A History of the American Light Tank. Hunnicutt, R.P. Presidio Press, 1992. 

Tank Data - Aberdeen Proving Ground Series. Hoffschmidt, E.J. and W.H. Tantum (ed.). W.E., 
Inc., 1969. 

Tank, Facts and Feats. Macksey, Kenneth. Sterling Publishing Co., 1980. 

Tanks and Armored Vehicles 1900-1945. Іске, Robert J., LTC. W.E., Inc., 1971. 

Tanks and Other AFV's 1939-41. White, B.T. Blansford Press, 1971. 

Tanks and Other AFV's 1942-45. White, В.Т. МасМШап, 1976. 

The Armed Forces of World War Il. Mollo, Andrew. Crown Publishers, 1981. 

The Armor Series. Aero Publishers, 1966-68. 

The Encyclopedia of the Tank. Chant, Christopher. 

The Illustrated Encyclopedia of Military Vehicles. Hogg, lan V. and John Weeks. Prentice-Hall, 
1980. 

The Warplanes of the Third Reich. Green, William. Galahad Books, 1986. 

U.S. Military Wheeled Vehicles. Crismon, Fred W. Crestline Publishing Co., 1983. 

World war 2 Fact Files. (series) Chamberlain, Peter and Terry Gander. Arco Publishing Co., Inc., 
circa 1975. 
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SECTION 42: CREDITS 


Since Panthers in the Shadows builds on the foundation of Tigers On the Prowl, | am deeply 
indebted to all the playtesters who assisted in that endeavor. However, a few people truly stand 
out in the development of Panthers, and | would give them some special thanks and praise for a 
job REALLY well done: 


John Fluker, for providinggme with so much trivia | hardly knew what to do with it all! 
But, in the end | tried to use as much of it as | could Because he KNOWS his stuff. 


Greg Smith, who literally devoted more of his life to research of the Panther's databases 
than | did. 


John Kincaid, who deserves most of the credit for the improved graphics and symbols in 
Panthers over those in Tigers. 


Of course, those of you that know me know | can't forget Fluffy. Fluffy is either my dog or I’m 
her human, but in any case she maintains a constant vigil by my desk. When I’m starting to get 
overwhelmed she insists | take a break (or maybe she takes a break - but again it doesn't really 
matter!). Without those breaks, | would have surely melted down a long time ago. 


Playtesting (includes those that tested Tigers as well): 


John Kincaid (ex-CW2, USA) Scott VanGorder (USAF) 
Eric Jahn Mark Walker (USN) 
Mike Peyrot Gary Shell (USAF) 
Richard Savage (ex-Sgt, USMC) Greg Smith (USA) 

Nick Bell (USA, USAR) Elisa Hamilton 


Doug Hamilton (ex-Sgt USANG) John Gruver 


Box Artwork: 
Dave Titus 


Manual Layout: 
Elisa Hamilton 


Proofreading: 
Elisa Hamilton Eric Jahn 
Dorothy Bucan John Kincaid 
Harold Hamilton (LTC, USAF, ret) 

Thanks again for your support! 


-Scott Hamilton (ех-11Т, USA), Designer and programmer. 


en 
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APPENDIX А: FILE EXTENSIONS 


The file extension is the three letters after the period in a file name. For example, if the complete 
file name is "АЏТОЕХЕС.ВАТ", then the name is AUTOEXEC and the extension is BAT. To get a 
list of all the files in your directory, use the DOS "DIR" command. 


Panthers uses specific file extensions to identify certain types of files. The file name is not always 
significant. 


A summary of the file extensions and types follows: 


.EXE - Program files 

.DAT - Force structure files for each country 

.STD - "NATO" symbol sets for each country 

.SIL - Silhouette symbols sets for each country 

.CUS - Custom symbol sets (made with Aide De Camp) 
.TER - Hex terrain symbol set 

.SET - Special Aide De Camp file 

.MAP - Maps 

.SCN - Scenario files 

.OPS - Saved game files 


A.1 PROGRAM FILES (.EXE) 


The program files contain the operating code and instructions executed by the computer. If a 
program file is damaged or missing, the program will not execute properly. 


A.2 FORCE STRUCTURES (.DAT) 

The name of the file identifies the country or force the file concerns. For example, 

GE FORCE.DAT contains information for the standard German forces. These files hold the data for 
company and section units including the weapon type, quantity, and composition. 

A.3 SYMBOL FILES (.STD, .SIL, .CUS) 

These files contain the unit symbols for each country. The file name specifies the country (i.e. 
GE.STD for the German Army NATO set). The .CUS extension is reserved for symbol sets created 
with the HPS Simulations' Aide De Camp program. à 

A.4 TERRAIN FILE (.TER) 


Only one terrain file, AA.TER, is used by Panthers. If AA.TER is missing or damaged, the 
simulation will crash whenever it attempts to draw the map. 


A.5 SET FILE (.SET) 
A special file, AA.SET, is included for Aide De Camp compatibility. The file has no other functions. 
A.6 MAP FILES (.MAP) 


To be recognized by the program, map files must have a 2-letter name followed by the .MAP 
extension. For example, AB.MAP. 
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А.7 SCENARIO FILES (.5СМ) 
The scenario files have a 2-letter name followed by the .SCN extension. 
A.8 SAVED GAMES (.OPS) 


Saved games have the .OPS extension. All saved game files, except PBM/PBeM games, have a 
2-letter name. For example AD.OPS. PBM/PBeM games are always saved to the file 
PBMFILE.OPS. 


A.9 FILENAME COUNTRY CODES 
The following country codes are used in the symbol and force structure names: 


GE - German Army 

SS - German Waffen SS 

LW - German Luftwaffe (Ground Forces) 

US - United States 

UK - United Kingdom (British Commonwealth) 
FR - France . 

LO - Low Countries (Belgium, The Netherlands) 
CN - Canada 

IT - Italy 
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APPENDIX B: USING Aide De Camp 


A separate HPS Simulations’ program, Aide De Camp (ADC), can be used to modify or create 
maps, terrain symbols, and unit symbols. While Aide De Camp is primarily a wargamer tool to 
place board games onto computers, it is also the perfect tool for computer gamers to customize 
graphics. 


The procedures to move files between the two programs are straightforward. However, if you are 
not comfortable operating in DOS or through some DOS utility/interface program, this procedure 
may be overwhelming. If you feel "faint of heart" at the DOS level, | strongly suggest caution. In 
any case, before reading any further, please read the file sections in the manuals for each program, 
then follow the instructions below. Once you've been through the steps once, you'll find it's easy 
and rewarding to create your own map and unit symbol sets. 


The steps listed below use commands directly from DOS. If you are using Windows or another 
operating system, you can either use the equivalent steps for that operating system, or exit to 
DOS. The DOS commands are very basic, and a quick check in a DOS reference book (or the 
"online" HELP command in later versions of DOS) can provide more information. 


BEFORE PROCEEDING WITH THESE STEPS, MAKE SURE TO BACK UP (ARCHIVE) ALL OF YOUR 
CUSTOM ADC SYMBOL AND MAP FILES. 


General summary of procedure: 


(using ADC) Step 1: Copy an existing Panthers terrain and/or map file(s) to ADC. 
(using DOS) Step 2: Copy an existing Panthers symbol file to ADC. 

(using ADC) Step 3: Modify/Create terrain, symbols, and/or maps. 

(using DOS) Step 4: Copy edited file back from ADC to Panthers. 


B.1 INITIAL FILE COPYING 
Important: Read this section completely before beginning any step on your computer. 


Initially, there are no Panthers map or symbol files in your ADC directory. You generally do not 
want to start from scratch (although you can), therefore the existing Panthers symbol set files 
should be copied to your ADC directory. To do this follow the steps below. 


Start ADC. From the main ADC menu, select the "COPY DELETE FILES" option. From the next 
menu select "COPY FILES INTO YOUR DIRECTORY". Then select the drive letter on your 
computer that contains your Panthers files. For the path, specify the Panthers directory and press 
«ENTER». For example the directory would be "C:\Panthers," if the Panthers files аге on drive C 
and you created a directory "Panthers" as suggested at the beginning of the manual. Finally, 
select "SYMBOL SET" as the type of file to copy. 


Select the only symbol set name that appears on the screen. A message box will pop-up that 
displays the original and destination file names as the files are copied (for example AA.SET and 
AA.TER). Two files will be copied: one containing the terrain, and one ADC program file used to 
link sets. The unit symbol set will not be copied during this step. At this point, the first half of the 
copying procedure has been successful completed. 


IMPORTANT NOTE: 

When the message box discussed above is displayed, try to identify and write down or remember 

the destination ("COPYING TO:") file name (2 letters). On fast machines, the message may only 

e ede very briefly. If you miss it, you will have to complete some extra steps, discussed 
elow. 
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After the terrain file has been copied, an error message will appear. Do not be alarmed. This is 
just a warning that the unit symbol set was missing (because Panthers uses a different naming 
convention). Hit any key to get past the message. 


If you would like to copy a couple of Panthers maps over as well, select "MAPS" from the ADC 
menu. Make sure to link the maps to the Panthers symbol set. 


Now, using ADC, edit the terrain symbols and existing maps. You may also create new maps or 
unit symbol sets - using the existing Panthers base terrain set just copied. Use the standard ADC 
routines. 


Before creating all new symbols, read the section below describing the numbering system 
conventions. Your custom symbols must match this table. 


B.1.1 Finding the Actual File Name 
If you wrote or remembered the 2 letter name discussed in the NOTE above, skip to section B.2. 


To find the name of the file, you must use ADC to "edit" the Panthers symbol set. This is to 
identify the Panthers file name from among all of the files in your ADC directory, using the date 
and time. s 


To edit a symbol, return to the main menu, and select "MAKE/EDIT SYMBOLS". From the next 
menu, select "TERRAIN." Pick any terrain type from the list, and select "DONE" 3 times (once for 
each zoom level) followed by "YES" to SAVE. Note that you don't have to make any changes, 
just make sure that the file is saved. 


Now, to determine the name of the set, exit ADC completely to DOS. Make sure you are still in 
the ADC directory (usually the DOS prompt will show "C:/ADC >"), and enter the DOS command 
"DIR *.TER" and hit «ENTER». A list of all of the terrain files in your ADC directory will be 
shown. Find the file with a creation date and time within the last few minutes, and write down 
the name (the first 2 letters). 


B.2 EDITING AN EXISTING SYMBOL SET 
Only ONE symbol set can be transferred per this procedure. 


The initial copying procedure described in B.1 above does not bring any Panthers unit symbol files 
over to ADC. To copy an existing unit symbol file, exit ADC to DOS (if you have not already done 
so). It is recommended that gamers start with an existing symbol set to avoid size and numbering 
problems. 


You must know the actual destination file name (2 letters) in the ADC directory before you can 
copy the symbol set. This is the name you found in B.1.1 or was displayed on the copying 
message from B.1. 


Move to the Panthers directory ("CD Panthers"). If you want to copy an exiting set of NATO 
symbols, use the DOS command "DIR *.STD". Otherwise, for silhouettes, enter "DIR *.SIL". A 
list of files will appear, one for each country/force. Select the set that you would like to copy to 
ADC, and note its file name. 


Now use the DOS copy command to copy that file to ADC. The new name of the file must be the 
same as the name of the Panthers terrain set in ADC, and the new extension must be .SYM. 


For example, let's say the Panthers terrain file in the ADC directory is AD.TER. To copy the NATO 
SS symbols (SS.STD), use the following commands: 
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"COPY 55.510 C:\ADC\AD.SYM <ENTER>" 


To edit the set, return to ADC. The copied symbol set will now be a part of the previously copied 
Panthers set, and may be edited normally. 


If you want to copy several symbol files to ADC, repeat starting with step В.1. 
B.3 COPYING FILES BACK TO Panthers FROM ADC 


Once you've transferred files into ADC, the hard part is done. To get the files back to Panthers, 
copy the appropriate ADC files to the Panthers directory using the standard Panthers naming 
conventions described in APPENDIX A. А! file copying should be done from DOS. 


B.3.1 Unit Symbol Sets : 
For example, take the SS symbol set edited above. To copy it back to ADC, just use the 
command: 


"COPY C:\ADC\AD.SYM C:\Panthers\SS.CUS «ENTER >" 


Note that in this example the new file is copied to the .CUS extension to designate it as a custom 
set. This is not required, but is probably good practice. The edited set could have been copied 
back to the original .STD extension (or even the silhouette extension .SIL). 


A new file copied to the .STD or .SIL extensions, will replace the original symbol file. 


B.3.2 Terrain Symbol Sets 
Panthers only recognizes one terrain set - AA.TER. The ADC file is always copied to AA.TER. 
Using the first example, use the DOS command: 


"COPY C:\ADC\AD.TER C:\Panthers\AA.TER «ENTER >" 


B.3.3 Copying Maps 
First, find the file name of the map you want to copy. Use the procedure as outlined in SECTION 
B.1.1. When using the DIR command, ADC map files always have the .MAP extension. 


Before copying the map, you'll need to find the next open map name in the Panthers directory. To 
get this information, move to the Panthers directory ("CD Panthers"), and view the directory for all 
.MAP files (use the DOS command "DIR *.MAP"). 


A list of map files will be shown, with names such as AA.MAP, AB.MAP, AC.MAP, etc. The 
names may or may not be in alphabetical sequence. Using the alphabetical sequence, find the 
next open name (2 letters). It will be the new name for the copied map. 
For example, let's say that there are 10 existing map files in the Panthers directory, named 
AA.MAP to AJ.MAP. The next open map name is AK.MAP. So, if the ADC map name is 
AB.MAP, use the DOS command: 

"COPY C:\ADC\AB.MAP C:\Panthers\AK.MAP <ENTER>" 


Always make notes of the name given to each map. That way, when selecting a particular map 
for a Panthers game, you'll know which map you are picking. 
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BA STARTING FROM SCRATCH 

You can create terrain and unit symbol sets and maps from scratch. However, you will need to 
insure that your new sets or maps match the specifications Panthers expects. Otherwise, the 
program will crash. Once created, copy the new sets or maps as described above. 


On the ADC symbol/terrain editing screen, the symbol number is displayed in the yellow area at 
the bottom (with the symbol name). This number should correspond the list below. 


The default terrain symbol zoom values are: Zoom 1=4, Zoom 2-10 and Zoom 3-26. 


B.4.1 Terrain Symbol Numbering 


O Clear, Elev 1 11 Woods, Elev 5 22 Building Level 1 
1 Clear, Elev 2 12 Woods, Elev 6 23 Buildings Level 2 
2 Clear, Elev 3 13 Woods, Elev 7 24 Buildings Level 3 
3 Clear, Elev 4 14 Lt. Woods, Elev 1 25 Rubble 

4 Clear, Elev 5 15 Lt. Woods, Elev 2 26 Craters 

5 Clear, Elev 6 16 Lt. Woods, Elev 3 27 Crops 

6 Clear, Elev 7 17 Lt. Woods, Elev 4 28 Sand 

7 Woods, Elev 1 18 Lt. Woods, Elev 5 29 Deep Water 

8 Woods, Elev 2 19 Lt. Woods, Elev 6 30 Shallow Water 
9 Woods, Elev 3 20 Lt. Woods, Elev 7 

10 Woods, Elev 4 21 Marsh 


B.4.2 Unit Symbol Numbering 


O Tank 13 Rocket 26 Rocket/Truck Mounted 
1 APC 14 Anti-Aircraft 27 AA/Vehicle Mounted 
2 Tank Destroyer 15 Infantry 28 Combat Engineers 

3 Assault Gun/SP Artillery 16 Heavy Weapons 29 Anti-Tank Infantry 

4 Recon/Cavalry 17 Paratroop/Airborne 30 Flail Tank 

5 Light Tank 18 Assault Engineers 31 Spotter Aircraft 

6 Armored Car 19 Ski Rifle 32 AMTRACK (Amphib) 

7 Motorcycle/Bicycle 20 Ski Heavy Weapons 33 Landing Craft 

8 Flame Tank 21 Marine Infantry 34 Barge 

9 Truck/Cargo 22 Strike Aircraft 35 Destroyer 

10 Anti-Tank Gun 23 Heavy Tank 36 Cruiser 

11 Towed Artillery 24 Truck 37 Battleship 

12 Mortar 25 Horse Cart 38 Full-track Tractor/Carrier 


B.4.3 Map Size 

Maps may be created from scratch in ADC. А Panthers maps must measure no more than 80 
hexes wide (x direction) by БО hexes high (y direction). Never use the mapsheet breakdown or 
numbering options with Panthers maps. 


Маке sure that the terrain set matches the terrain sequence shown in SECTION В.4.1. 
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The default Panthers set uses the following hexside definitions: 


1 Trail (Lt gray, solid, 1/2/3) 8 Bocage/Breach (Lt Red, dot, 1/3/5) 
2 Road (White, solid, 3/5/7) 9 Ditch (Lt Gray, solid, 1/3/5) 

3 Stream (Blue, solid, 1/2/5) 10 Ditch/Breach (Lt Gray, dot, 1/3/5) 
4 River (Blue, solid, 3/7/10) 11 Bridge (Lt Gray, solid, О/1/2) 

5 Gulley (Brown, solid, 3/7/10) 12 RR/track (Black, dot, 3/6/6) 

6 Railroad (Black, solid, 1/2/2) 13 Road/2 (Black, solid, 1/3/5) 

7 Bocage (Lt Red, solid, 1/3/5) 14 Trail/2 (Black, dash, 1/2/3) 


The default settings for these features are shown in parenthesis. As with all ADC maps, you can 
change these settings for each map individually. Make sure that rivers, streams and gullies are 
always placed as HEXSIDES, and roads, trails and railroads as HEXLINES. 
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APPENDIX C: WEAPONS NOTES 


Panthers contains over 1500 major primary weapons systems, 500 different guns/launchers, and 
almost 2000 different munitions. It provides one of the most extensive databases ever compiled 
for the equipment used on the Western Front in World War И. 


However, as detailed as this database is, certain generalizations had to be made. For example, 
armor "skirts" were often added to protect the sides of tanks after 1943, although in practice the 
skirts rarely remained on the vehicle for any length of time. In Panthers, skirts may be 
"automatically" added by the computer after 1943, although this is done on a semi-random basis 
for each vehicle. Or, sometimes vehicles had additional protection in the form of "bolted on" 
armor plates, or supplies and spare treads positioned on the exposed sides. Because of the wide 
and random variation of these additions, they are ignored in Panthers so as to not give one side an 
inadvertent advantage. 


Aircraft configurations are also generalized. In particular, most strike aircraft had fixed mountings 
to which a variety of munitions and systems could be attached. For example, Panthers uses 4 
basic types of the Ju-87 Stuka. In reality, there were over 40 different options available. Just 
looking at the bomb load, an aircraft could often carry four 250 Kg bombs, or ten 100 Kg ones, or 
two 250 Kg and four 100 Kg, or twenty 50 Kg, and so on. Or one HMG could be substituted with 
a MMG with additional ammunition. In selecting the aircraft configurations, the most common and 
the most diverse ordinance options were selected. This gives players the best of both worlds: 
historical and at the same time varied. 


The individual weapon and gun characteristics can be accessed on-line while playing the 
simulation, so they will not be shown here. However, a complete list of the available primary 
weapon systems follows. 


In some cases, one country may use equipment "officially" owned by another (i.e. the British used 
a variety of US tank models). Weapon systems used by more than one country will not be shown 
twice, unless one of the countries has modified the weapon system in some way. Otherwise it will 
appear only under the country of manufacture. 
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GERMANY: 


Light Tanks 
АТР? 38(0 
Czch LT-38 
LT-35 (S) 
Pz 35(t)(37) 
Pz 38(t) A-D 
Pz 38(t) E/F 
Pz 38(t) С 
Pz 38(t) S 
Pz Il С2(20) 
Pz Il D/E 


Medium Tanks 
Pz Ill A(37) 
Pz ІІ B/C/D 
Ра Ш E(37) 
Pz Ill F(bO) 
Pz Ill G(50) 
Pz 111 Н(50) 
Pz Ill J(bO) 
Pz Ill J2 

Pz Ill ШМ 
Pz Ш N(75) 
Pz IV A (75) 
Pz IV B/C 
Pz IV D (75) 
Pz IV E (75) 
Pz IV F (75) 
Pz IV F2/G 
Pz IV G/2 
Pz IV H (75) 
Pz IV J (75) 
Pz IA (ММС) 
Pz IB (ММС) 
Pz IB Cmd/1 
Р? IB Ста/2 
Pz ІС (HMG) 
Pz IF (MMG) 
Pz ІІ А (20) 
Pz II В (20) 
Pz Il C1(20) 


Heavy Tanks 
Maus/Experimental 
Pz VA Panther 

Pz VD Panther 

Pz VG Panther 

Pz VIE Tiger 
PzVIB King Tiger 


APC's 
251/1 HT 
SdKfz 250 HT 


Tank Destroyers 
PzJag 38(t) 
PzJag 38(t)2 
Elephant(88) 
Ferdinand(88) 
Hetzer JPz38 
JPz IV F/1 
JPz IV F/2 
Jgpanthr(88) 
Jgtiger(128) 
Marder | /75 
Marder Il К 
Marder 111 H 
Marder Ill М 
Nashorn (88) 
Pz ІУ/70 (A) 
Pz ІУ/70 (V) 


Reconnaissance 
PzJg IB (47) 
PzSelb I| К 

Pz Il F (20) 

Pz Il J (20) 

Pz Il L Lynx 
250/9 HT/20 
PA-4 (4 wheeled) 
PA-4 S (Scout) 
Puma 234/2 
SdKfz 13 
SdKfz 221/1 
SdKfz 221/2 
SdKfz 222 
SdKfz 231-6 
SdKfz 232-8 
SdKfz 233 
SdKfz 234/1 
SdKfz 234/3 
SdKfz 234/4 


Artillery Towed/SP 
GsW Lorraine 
Hummel (150) 
Wespe (105) 
105 Abn Кес!5 
105 Abn Весіѕ 
105 бип 

105 Howitzer 
105 Howitzer 
105 Mtn Howtzr 
150 Gun 

150 Howitzer 


150 Howitzer 
150 IG 

170 Gun 

210 Howitzer 
75 Abn Rcls 
75 LIG 

75 LIG 

75 Mtn Howtz 
75mm Gun 


Cargo 

Maultier 3T 
SdKfz 2 

SdKfz 7 

Kfz 1 Kubelwagon 
3 Ton Truck 

4.5 Tn Truck 
Wagon/Horse 


Anti-Aircraft 
20mm AA Gun 
20mm AA Gun 
37mm AA Gun 
37mm AA Gun 
4x20 AA Gun 
5Omm AA Gun 
88mm AA Gun 
88mm AA Gun 
10/4 HT/Flak 
251/17 HT/Fk 
251/21 HT/Fk 
FkPz 38 
Mobelwagon 
Ostwind 

SdKfz 6/2 Fk 
Wirbelwind 


Personnel 
Infantry 
Infantry 

SS Rifle 

SS Rifle 

VG Rifle 
Volksturm 
Paratroop 
Paratroop 
Ski Rifle 
Heavy MG 
Ski Hvy MG 
Cavalry Horse 
Asslt Engr 
Аззи Engr 
Bicycle 
Bicycle - VG 
Motorcycle 
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VG - SMG 

A-T Infantry 
A-T Infantry 
A-T Infantry 
Cmbt Engrs 


Mortars 
250/7 HT/Mtr 
251/2 HT/Mtr 
Gerat 40(600) 
Gerat 41(540) 
105 Mortar 
120 Mortar 
50 Mortar 

81 Mortar 

81 Mortar 


Rockets 
PzWfrA2(150) 
150 Rocket 
210 Rocket 
280 Rocket 
300 Rocket 
Wurf 40(Rckt) 


Assault Guns 
250/8 HT/75 
251/9 HT/75 
Brumbar(150) 
SIG 33 Pz38 
SIG 33(Pz |) 
SIG 33(Р211) 
SIG 33H Р238 
SIG 33K Р238 
SIG33B ball 
516 Ill 40 F 
516 1 40 G 
StG Ill 40Ғ8 
StG Ill А/В 
StG IIIC/D/E 
StG IV (75) 
StH 42F(105) 
StH 42G(105) 
StTiger(380) 


Anti-Tank 
250/10 HT/37 
250/11 HT/28 
251/10 HT/37 
251/22 HT/75 
37mm AT Gun 
42/28 AT Gun 
47mm AT Gun 
50mm AT Gun 
75 AT Gun 
75/55 AT Gun 
75mm AT Gun 
76mm AT Gun 
76mm AT Gun 
88mm AT Gun 
128mm Gun 


Aircraft 

Ar 234B/Bomb 
Ar 234B/Bomb 
Bf 109E/Bomb 


Bf 109G/Bomb 
Bf 109G/Bomb 
Bf 110C-4/Bo 
Bf 110D/Bomb 
Bf 110D/Bomb 
Do 335B-2/Bo 
Do 335B-2/Bo 
FW 190A/Bomb 
FW 190A/Bomb 
FW 190F/Bomb 
FW 190F/Rckt 
He 51C 

Hs 123/20mm 
Hs 123/Bomb 
Hs 126/Attck 
Hs 129B/37mm 
Hs 129B/75mm 
Hs 132A/Bomb 
Hs 132A/Bomb 
Hs129B R1/Bo 
Hs129B R2/30 


Ju 87B1/Bomb 
Ju 87D1/Bomb 
Ju 87D4/MG 
Ju 87G1/37mm 
Ju 88A/Bomb 
Ju 88P1/37mm 
Ju 88P1/75mm 
Ju 88S1/Bomb 
Me 210A/Bomb 
Me 210A/Bomb 
Me 262A/Bomb 
Me 262A/Bomb 
Me 410B/Bomb 
Me 410B/Bomb 
FW 189A1 Uhu 
FW 189A2 Uhu 
Fi 156 Strch 
Hs 126/Recon 
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Flame Tanks 
251/16 HT/FI 
FPz 38(t)(F) 
FPz |І (РІ) 
ЕР? Ill (FI) 


Amphibious 
TauchPz IVB 
TauchPz ШЕ 
TauchPz 1116 
PzllB Schwim 
SdKfz 1/20 
Schwimwagon 
LWS (Amphib) 


Special 
Barrage 


Smoke Generator 


UNITED STATES: 


Medium Tanks 

Grant (37/75) 

Lee (37/75) 

M3 (37/75) (M2 gun) 
M3 (37/75) (M3 gun) 
M3A2 (37/75) 
M3A3/5(37/75) 
M3A4 (37/75) 

M4 (75) Plow 

M4 (75)Dozer 

M4 (75)Sherman 

M4 (75)Sherman 
M4(105) Sherman 
M4-HVSS(75)Easy 8 
M4-HVSS(76) Easy 8 
M4-HVSS Dozer 
MAAT (75)Sherman 
M4A1(76)W Sherman 
M4A2 (75)Sherman 
M4A2(75)Plow 
M4A2(76)W Sherman 
M4A3 (75)Sherman 
M4A3(105)-HVSS 
M4A3(75)W Sherman 
M4A3(76)W Sherman 
M4A3-HVSS(75) 
M4A3-HVSS(76) 
M4A4 (75)Sherman 
M4A6 (75)Sherman 


Heavy Tanks 
M26(90)Pershing 
M4A3E2(75) Aslt Tk 
M4A3E2(76) Aslt Tk 
M4A3E8(76) Aslt Tk 
M6(3"/37)Supertank 


APC's 

M2 (HMG)Halftrack 
M2A 1 (HMG)Halftrack 
M3 (HMG)Halftrack 
M3A1 (HMG)Halftrack 
M3A1/A2(HMG)Halftk 
M3A3 Halftrack 

M5 (HMG)Halftrack 
M5A2 (HMG)Halftrack 
M9 (HMG)Halftrack 
M9A1(HMG)Halftrack 
M39 (HMG) 


Tank Destroyers 
T48 (57) GMC(on M3) 
M10 (76) 


M10A1 (76) 
M18(76)Hellcat 
M36 (90) 
M36B1 (90) 
M36B2 (90) 
M6 (37) 


Reconnaissance 
M24(75)Chaffee 
М5 (37) 

M5A1 (37) 
M5A1(37)Plow 
M1A1 

M1A2 
M22(37)Locust 
M2A1/2 (MG) 
M2A3 (MG) 
M2A4 (37) 

M3 (37)Stuart 
M3 (37)Stuart 
МЗА1 (37)Stuart 
МЗА1 (37)Stuart 
M3A3 (37)Stuart 
Stuart V 

T16 (MG) 

Jeep (HMG) 
M3A1 (HMG)ScoutCar 
M8(37)Greyhound 
T17E1 (37)Scout Car 
Staghound 


Artillery Towed/SP 
M3 (75) GMC (M3) 
T19 (105)HMC (M3) 
T30 (75) HMC (M3) 
M12 (155)GMC (M3) 
M37 (105)HMC (M24) 
M40 (155)GMC (М4) 
M41 (155)HMC (M24) 
M43 (8") HMC (M4) 
M7(105)Priest HMC 
M7B1(105)Priest HMC 
105mm How M2 
105mm How M3(ABN) 
114mm Gun M1 (4.5") 
155G M1 Long Tom 
155G M3(1918M1) 
155HM1917A3 
155mm How M1 
240mm How M1 

3" Gun M5 

3" Gun M5/2 

75 AbnPack How M8 
75 Pack How M1 

75 Pack How M3 


75mm Gun М1917А1 
75 Gun M2(M1897) 
8" Gun M1 

8" How M1 

8" How Vickers 


Cargo 
2.5T Truck 


5T Truck 

Tractor M4 (HMG) 
Tractor M5 (HMG) 
M20 (HMG)Scout Car 
T17E2 (AA)Scout Car 


Anti-Aircraft 

120mm AA M1 

3" AA M1918 

3" AA M2 

90mm AA M1 
90mm AA M2 

M1 (40) AA (Bofors) 
M51(4x.50)AA 
M55(4x.50)AA (Abn) 
37mm AA M1 
37mm AA М1А1 
M13(2x.50)AA H/T 
M14(2x.50)AA 

M15 (37) AA H/T 
M15A1 (37)AA 
M16(4x.50)AA 

M17 (.50x4) AA 
M19 (2x40)AA 


Personnel 
Infantry 
Infantry 
Ranger Inf 
Paratroop 
Paratroop 
Marine Inf 
Marine Inf 
MG/Hvy Wpn 
Assit Engr 
SMG/Bazooka 
Cmbt Engrs 
Mil Police 


Mortars 

M21 81mm Mtr H/T 
M4 81mm Mtr H/T 
4.2" Mort M1A1 
4.2" Mort M1A2 

Lt Mortar(60) 
Mortar (81) 
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Rockets 
M4-HVSS(Rckt/75) 
M4A2(Rkt/75) 
T27 4.5"Rckt 

T66 4.5" Rckt 
Jeep (Rckt) 

T27 4.5"Rekt/Truck 
LCI(R)(Rckt) 
LCS(L)(Rckt) 
LCS(S)(Rckt) 
LSM(R)(Rckt) 


Assault Guns 
М8 (75) HMC (М5 Тк) 


Anti-Tank 

37mm AT Gun M3 
57mm AT Gun M1 
90mm AT Gun T8 


Aircraft 

A20B Havoc 
A20G Havoc 
A26 Invader 
A36A Apche/B 
A36A Apche/R 
P38F Lightng 
P38H Lightng 
P38J Lightng 
P40D Ktyhwk1 
PAOE Ktyhwk1 
PAOF Ktyhwk2 
P47C Thdrblt 
P47D Thdrblt 
P51B Mustang 
P51D Mstng/B 
P51D Mstng/R 
L4 Grashoppr 


Flame Tanks 

М4 (75/Fl)Sherman 
MA (Fl)Sherman 

МБАТ (Е!) 
M3A1(37/Fl) ЕБК2-МЗ 
МЗАТ (Fl)Scout Car 
МЗАЗ (Fl)Stuart/Satan 
Shrm(Fl)Crocodile 


Amphibious 
DD(75)Sherm3 
DD(75)Sherm4 
M4 DD (75) 
M4A1 DD (75) 
Seep GPA 
Weasel M29C 


LVT-1 Amtrack 
DUKW 2.5T 

T44 4.5" Rckt/DUKW 
LVT-3 Amtrack 
LVT(A)-1 (37)Amtrack 
LVT(A)-1 (Fl)Amtrack 
LVT(A)-1(Rkt)Amtrack 
LVT(A)-2 Amtrack 
LVT(A)-4 (75)Amtrack 
LVT(A)-4 (Fl)Amtrack 
LVT(A)-5 (75)Amtrack 
LVT-2 Amtrack 

LVT-4 Amtrack 


Special 

Barrage 

Carpet Bomb 
M4A3/Crab(75)Flail 
M4A4/Crab(75) Flail 
Smoke Generator 


On-map Naval 
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Off-map Naval 
DD:Fletcher 
CA:Baltimore 
CL:Brooklyn 
BB:lowa 
BB:Tennessee 
BB:Texas 
BB:Washingtn 


UNITED KINGDOM: 


Medium Tanks 

CT Mk1 (40) A9 

CT Mk2 (40) A10 

CT Mk2A (40) A10 
CT Mk3 (40) A13 

CT Mk4 (40) A13Mk2 
CT Mk5 (40) A13Mk3 
CTCS Mk1(95) 

CTCS Mk2(95) 

CTCS Mk4(95) 

CTCS Mk5(76) 
A13Mk3 

Chllgr (76) A30 
Chrch3 (57) IT Mk4-3 
Chrch4 (57) IT Mk4-4 
Chrch4NA(75) IT 
Mk4-4NA 

Chrchb5 (95) IT Мк4-5 
Cntaur1 (57) CT Mk8L 
Cntaur4 (95) CT Mk8L 
Cntaur/Dozer 

Comet (77) A34 . 
Crom 1 (57) CT 
Mk8M 1 

Crom 2 (57) CT 
Mk8M2 

Crom 3 (75) CT 
Mk8M3 

Crom 4 (75) CT 
Mk8M4 

Crom 6 (95) CTCS 
Mk8M6 

Crom 7 (75) CT 
Mk8M7 

Crom 8 (95) CTCS 
Mk8M8 

Crom Prong 
Crusdr/Dozer 

Crusdr1 (40) CT Mk6 
Crusdr1CS(76) CTCS 
Mk6 

Crusdr2 (40) CT 
Mk6A 

Crusdr2CS(76) CTCS 
Mk6 


Crusdr3 (57) CT 
Mk6A * 


Cavalier(57) CT Mk7 
Firefly(76) Sherm VC 
MT Mk2 (47) 

Mtlda1 (MG) IT Mk1 
Ram I (40) 

Ram |І (57) 
Sentinel(40) 


Val 1 (40) IT Mk3-1 
Val 10 (57) IT Mk3-10 
Val 11 (75) IT Mk3-11 
Val 3 (40) IT Mk3-3 
Val 6 (40) IT Mk3-6 
Val 8 (57) ІТ Mk3-8 


Light Tanks 
LT Мк8 (40) Harry 


Hopkins 
LT VkrsB(47) 


Heavy Tanks 

AVRE (290) 
Centrion1(76) A41 
Chrch1(75/40) A22 IT 
Mk4-1 

Chrch10(75) IT 
Мк4-10 

Chrch11(95) IT 
Мк4-11 

Сһгсһ2 (40) ІТ Мк4-2 
Chrch7 (75) ІТ Мк4-7 
Chrch8 (95) ІТ Мк4-8 
Chrch9 (57) ІТ Mk4-9 
Mtlda/Dozer 

Mtlda2 (40) IT Mk2 
Mtlda3 (76) ITCS Mk2 


APC's 

Tk/APC 15cwt GM 
4x4 

Ram Kangaroo 
Strt Kangroo 


Tank Destroyers 
2pdr/Lynx SP 
Achilles(76) IIC 
Archer (76) 
Universl(4O) 

АЕС І (40) AC 
AEC ІІ (57) АС 
AEC Ш (75) AC 
М-Н Mk2(47It)(S.Afr) 
Rhino (Aust) 
Deacon (57) AEC 


Reconnaissance 


Horse Caviry 

LT Dutchmen (MG) 
LT Мк1 (MG) A4 
LT Mk2 (MG) A4 
LT Mk3 (HMG) A4 


LT Mk4 (HMG) A4E19 
LT Mk4 (MG) A4 

LT Mk5 (MG) A4E20* 
LT Mk6A/B(MG) 

LT Mk6C (15) 

Mk VI tankette 
Tetrarch(40) LT Mk7 
TetrchCS(76) LTCS 
AC CS8 
Morris-Commercial 
AC С59 (ATR) 
Morris-Comm 

AC Humber(15)Mk2/3 
AC Humber(37) Mk IV 
AC Humber(37)Mk4 
AC Humbr(ATR)Mk | 
AC Rolls(ATR) 

AC Rolls(HMG) 

AEC Matador/ACV 
Boarhound(57) T18E2 
Curlew (Aust) 
DaimlerAC(40)Mk 1/2 
DaimlerAC/CS (3") 
Mk1 

Dingo (Aust) 

Fox | (Can) (HMG) 
Fox 1! (Can) (37) 

Guy Mk1 (ATR) 

Guy Mk1A (15) 

LRC Humber 1 
(ATR)Mk1 Ironside 
LRC Humber 2 
(ATR)Mk2 

LRC Humber 3 
(АТВ)МКЗ 

LRC Morris 1 (ATR) 
LRC Morris 2 (ATR) 
Lynx Mk1(MG) 

Lynx Mk2(MG) 

M-H Mk1(ATR)(S.Afr) 
М-Н Mk1(MG)(S.Afr) 
М-Н Mk2(20It)(S.Afr) 
М-Н Mk2(ATR)(S.Afr) 
М-Н MKk3(20It)(S.Afr) 
М-Н Mk3(ATR)(S.Afr) 
M-H Mk4 (40)(S.Afr) 
OtterMk1(Can) (ATR) 
OtterMk2(Can) (HMG) 
Rover (Aust) 

SC Daimlr(MG) Mk1-3 
SC Humber(MG)Mk 1,11 
Staghound 3 (75) 
Staghound CS (3") 
Motorcycle 


Armadillo (ATR) 


Armadillo 3 (ATR) 
Beaverette 1 (MG) 
Beaverette 2 (MG) 
Bevrette 3/4 (MG) 
Bren Mk1 (MG) 
Bren Mk1(ATR) 
Bren MkA(ATR) 
Australian 
Universl(MG) 


Artillery Towed/SP 
Bishop (88) 
Sexton (88) 
13pdr Gun 
18/25pdr Gun 
18pdr Gun 

25pdr Gun 

25pdr Gun Muzzle 
break 

25pdr How 

3.7" Inf Gun/How 
4.5" Gun 

4.5" How 

5.5" Gun-How 

6" Gun 

6" How 

60pdr Gun 

7.2" How 

7.2" How 

75mm How 

8" How 
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Сагдо 

Crusdr/Tract 

AEC 6x6 Hvy Tractor 
AEC Matador 

FAT C8 Ford 

Quad C8 Morris Arty 

tractor 

Scammel R100 Heavy 
tractor 

Truck 15-cwt 

Truck 3 Ton 

Truck 30-cwt 

Truck 5 Ton 


Anti-Aircraft 

20mm AA HS 
20mm AA Oerlikon 
3" AA Gun 

3.7" AA Gun 

4.5" AA Gun 
4.5/3.7" AA 

40mm AA Bofors 
[ТАА Mk1(MG) 
LTAA Mk2(MG) 

AC Humber(AA) 
АЕС II(20AA) 
Bedfrd AA(20) 
CntaurAA(20) Mk8L 
CrusdrAA(40) Mk6 
CsdrAA(2x20) Mk6 
CsdrAA(3x20) Mk6 
Ford AA (40) (Aust) 
Ford(4x20AA) (Can) 
Morris AA(40) Bofors 
Skink (20AA) 


Personnel 
Home Guard 
Infantry 
Infantry 
Commando 
Paratroop 
Paratroop 
Marines 
Marines 
Partsn/LtInf 
MG/Hvy Wpn 
Assit Engr 
SMG 

AT Inf (ATR) 
Combat Engr 


Mortars 


Universl(76) 

2" Mortar 

2" Mtr (Abn). 

29mm Spg Mtr 

3" Mortar 

4.2" Mortar 

4.2" Mortar (Wheeled) 
Bren Mk2 (51) 

Bren Mk3 (76) 
Univsl(PIAT) 


Rockets 


AC Typhoon 
(Can)(Rckt) 
Land Mattress 
(Rckt)(16) 
Land Mattress 
(Rckt)(32) 


Assault Guns 
6pdr/Fox SP 
Monitor (3") AT/SP 


Anti-Tank 
17pdr AT Gun 
17pdr AT Gun 
2pdr AT Gun 
3" Smith Gun 
37mm AT Gun 
6pdr AT Gun 


Aircraft 
Battle/Bomb 
Beaufghtr(20) 
Beaufghtr/Bo 
Blenhm IV/Bo 
Hurcne 2C/Bo 
Hurcne 2D(40) 
Hurcne 4/Rkt 
Hurrcne 4/Bo 
Msquto VI/Bo 
Sptfire VC/B 
Tempest V/Bo 
Typhn IB/Rkt 
Typhoon ІВ/В 


Flame Tanks 
Adder(75/Fl) Sherman 
Badger(Fl) Sherman 
ChCroc(75/Fl) 
Crocodile 
MtldaFrog(Fl) 
MtldaMray (Fl) 

Oke (40/FL) 


Appendix - 177 


Salmdr(75/Fl)Sherman 
Wasp2 (Fl) Univsl 
Wasp2C (ЕІ) Univsl 


Amphibious 
Val DD (40) 
Terrapin 


Special 

Staghnd Bantu (37) 
Flail 

Мида5срп(76) 
Ваггаде 

Smoke Generator 


Off-map Naval 
DD:C Class 
DD:H Class 
DD:K Class 
DD: Tribal 
CA:County 
CA:Town 
CL:Dido 
BB:DukeOfYrk 
BB:Qn Elzbth 
BB:Rodney 


ЕВАМСЕ: 


Medium Tanks 
Char D1A (37) 
Char D1B (47) 
Char D2 (47) 
FCM 36 (37) 
$35(47)Souma 
Char 2C (75) 
CharB1(75/47) 
CharB1-bis(75/4 7) 


APC's 
$15 (ММС) Laffly 


Tank Destroyers 
$15 (25) Laffly 


Reconnaissance 
AMC 35 (47) 
AMC 35 (47) 
АМС 34 (25) 
АМС 35 (25) 
AMR 33 (MG) : 
AMR 35/3 (HMG) 
AMR 35/4 (25) 
FT 17(37) 

FT 17(75) 

FT 17(MG) 

H35 (37) 

H38 (37) 

H39 (37) 


LOW COUNTRIES: 


APC's 
T-13 Mk I 
T-13 Mk II 


Reconnaissance 
AMC 35 (47) 
T-15 
Paw.M36(20) 
Paw.M38(37) 
Paw.M39 (20) 
Paw.M39 (37) 
Ehrhardt 


R35 (37) 

RAO-1 (37) 

RAO-2 (37) 

AMD175 CV (37) 
Panhard 

AMD35(25) Pan 178 
АМОБО (MG) Laffly 
АМО8О (MG) Laffly 
AMR39 (25) Souma 
VUDB (ММС) Berliet 
VUDBA (20) Berliet 
VUDB4 (ММС) Berliet 
UE31 (Recn) 


Artillery Towed/SP 
105 Gun m13 

105 Gun m36 

105 How m34S 
105 How m35B 
105 Pack How 

135 How LB 

145 Gun m16 

155 G m77-14 L/27 
155 Gun GPF L/38 
155 Gun m16 L/48 
155 Gun m17 L/32 
155 Gun m18 L/26 
155 Gun m32 L/55 
155 How m15 L/18 
155 How m17 L/15 
155G GPF-CA L/38 


Artillery Towed/SP 
100mm Gun 

105 Gun m27 
(Bofors) 

120mm Gun 
120mm How 
155mm Gun 
75mm Gun M 02/04 
75mm Gun GP1 
75mm Gun TR 
75mm Mtn Gun 
76mm Inf Gun 


65mm Inf Gun 
75 Gun m1897 
75 MtnGun 19 
75 MtnGun 28 
75mm Gun m17 


Cargo 

5303 Souma 
U304 Unic 
Truck 1.5T 
Truck 3T 
Horse/Wagon 
TB 37L Tractor 


Anti-Aircraft 

20 AA Madsen 
20 AA Oerlikon 
25 AA Hotchkiss 
Dual 37 AA 


Personnel 
37mm Inf Gun 
Infantry 

FM (Auto Rifle) 
JM (2xMG) 
Cavalry 
Bicycle 
Motorcycle 
Cmbt Engrs 


Cargo 
FN-Kegresse 
Ford/M-H 4x4 
Horse/Wagon 
VA 601 


Anti-Aircraft 
AA Truck(40) 


Personnel 


Infantry 
Bicycle 
AT Inf 
Engineer 
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Mortars 

5Omm Mortar 
60mm Mortar 
75mm Mortar 
81mm Mortar 


Anti-Tank 

25mm AT Gun 34SA 
47mm AT Gun 
47mm SP АТ Gun 


Aircraft 

Amiot 143/Bo 
Amiot 354/Bo 
Bloch 174/Bo 
Bregut691/Bo 
LeO 451/Bomb 
Potez 633/Bo 
Bloch 174/Re 
Ptz 63.11/Re 


Flame Tanks 
Char B2 (Е!) 


Off-map Naval 
DD:Fantaisqe 
DD:L'Adriot 
CA:Suffren 
CL:LaGalssnr 
BB:Richelieu 


Mortars 
50mm Mortar 


Anti-Tank 

47mm AT Gun Bohler 
47mm AT Gun 
SA-FRC 


Aircraft 
СВ42 
Еоккег ОХХ! 
Fokker G.1A 
FokkerDXXIII 
Fokker C VD 
Renard R.31 


ITALY: 


Medium Tanks 
L6/40 (20) 
M11/39 (37) 
M13/40 (47) 
М14/41 (47) 
M15/42 (47) 
P26/40 (75) 


Light Tanks 
CV 33/35 


Fiat 3000 


APC's 
AS 37 


Tank Destroyers 
L6/47 (47) 
Sem 47/32 
Sem 90/53 


Reconnaissance 
AB 40 (MMG) 
AB 41 (20) 


AB 43 (47) 
Lince 

SPA 43/20 
Bicycle 
Motorcycle 
Horse Cav 


Artillery Towed/SP 
Sem 105/25 
Sem 149 

100 Mtn Gun 
104mm Gun 
105mm How 
149mm Gun 
149mm Gun 
149mm How 
152mm Gun 
210mm How 
3RO/105 

70mm Gun 
75mm Gun mO6 
75mm Gun m11 
75mm Gun m37 
75mm Inf Gun 


SPA 35/75 
210mm Mortar 


Cargo 
2.5 Tn Truck 


4.5 Tn Truck 
Wagon/Horse 


Anti-Aircraft 
SPA 35/20 


Personnel 
Infantry 
Paratroop 
Heavy MG 
Asslt Engr 


Mortars 
45 Mortar 
81 Mortar 


Assault Guns 
Sem 75/18 
Sem 75/34 


Sem 75/46 


Anti-Tank 
37mm AT Gun 
3RO/90 
47mm AT Gun 


Aircraft 
Ba.65/Bomb 
Ba.88/Bomb 
C-200CB/Bomb 
CANSA FC.20 
CR-32bis/Bomb 
CR-42AS/Bomb 
Ca-133/Bomb 
Ca-135/Bomb 
Ca-311/Bomb 
Hejja/Bomb 
Re-2001/Bomb 
Re-2002/Bomb 
Ca.311/Recon 


Flame Tanks 


CV 35 (РІ) 
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APPENDIX D: FORCE STRUCTURES 


Force structures and unit compositions (TO&E) were not static, and were often changed to reflect 
doctrine switches and available equipment. In addition to modifying existing units, many new unit 
types were created, while others disappeared. 


Another point to keep in mind is that the same unit may be different between different "parent" 
formations. For example, a "Cavalry Company" attached to a mechanized brigade may consist of 
3 platoons of 6 armored cars. However, the "Cavalry Company" of an infantry brigade may 
contain 2 platoons of 4 tracked carriers plus some mobile mortars. In these cases, | tried to pick 
the "strongest" formation for the default. Additionally, the force structures in Panthers are taken 
for each force in what | consider its "prime". However, players can modify unit types, weapons, 
and quantities to create any units not explicitly included. 


D.1 GERMANY (Army/Heer) 


Company Level Platoon Level 


PANZER (НО Sec + 3 Pz Plt] PANZER [4 Tanks] 
RECON [НО + 3 Recon Plt] RECON [6 Vehicles 
ARMD HVY WPN [HO + 2 AG + 1 Mtr Plt] ASSAULT GUN [2 Assault Guns] 
PZ GRENDR [НО + 3 PG + Mtr + AA Plt] MORTAR (6 Mortars] 
MOTZ RIFLE [HQ + 3 Mtz + 1 WPN Plt] PZ GRENADIER [30 Rifle + 4 APC] 
MOTZ HVY WPN (НО + 1 AA + 1 Mtr Plt] MOTZ RIFLE [33 Rifle + 5 Trk] 
ASSAULT GUN [HO + 3 AG Plt] RIFLE [33 Troops] 
RIFLE [HO + 3 Inf + 1 HMG Plt] VS RIFLE [33 Troops 
HEAVY WPNS [НО + 1 HMG + 2 Mor Plt] VG RIFLE [33 Troops 
LIGHT AT [HO + 3 AT Inf Plt] VG BICYCLE [33 Troops 
BICYCLE [HQ + 3 Bicycle Plt] SUB MG [33 Troops 
VS RIFLE (НО + 3 VS + 1 HMG Plt] BICYCLE [35 Troops 
VG RIFLE [HO + 2 SMG + 1 Inf Plt] MOTORCYCLE [28 Troops 
VG LIGHT AT [HO + 3 AT Plt] SKI RIFLE [33 Troops 
VG BICYCLE [НО + 3 SMG Plt] SKI HMG (6 HMG 
SKI RIFLE [НО + 3 Inf + 1 HMG Plt] ANTI AIRCRAFT [4 Guns 
CAVALRY [HO + 3 Cav Plt] AT INFANTRY (36 Rifle + 4 ATR 
ANTI TANK GUN [4 Guns 
HEAVY MG [6 HMG 
ARTILLERY (SP/Towed) [4 Guns 
TANK DESTROYER [4 Vehicles 
TRANSPORT [6 Vehicles 
ROCKET [2 Launchers 
APC [5 Vehicles 
CAVALRY [30 Troops 
ASSAULT ENGINEER [42 Troops] 
COMBAT ENGINEER [34 Troops] 
FLAME TANK [6 Vehicles 
AIRCRAFT (Spot/Strike) [3 Aircraft 
SMOKE GENERATOR [3 Vehicles 
BARRAGE [1 Attack 
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D.2 UNITED STATES 


Company Level 


Platoon Level 


TANK [HO бес + 3 Tk Plt] TANK 

CAVALRY TROOP [HO + 3 Cvlry Plt] CAVALRY (Arm) 
ASSLT GUN TROOP [НО + 4 AG Plt] ASSAULT GUN 
RIFLE (Armd) [HO + 1 TD + 3 Rf1 Plt] MORTAR 

RIFLE (Mtz) [HO + 3 Mtz + 1 АТ Plt] RIFLE (Armored) 
RIFLE [HO + 3 Inf + 1 Mor Plt] RIFLE (Motorized 
AIRBORNE [НО + 3 Abn + 1 Mor Plt] RIFLE 

MARINE [НО +3 Mar +1 Wpn +1 MG] MIL POLICE 

MED ARTLLERY BN [НО + 12 Guns] RECON 


HVY ARTLLERY BN 
COMBAT ENGR (Armd) 
COMBAT ENGR (Mtz) 


[НО + 3 Engr 
[НО + 3 Engr 


(НО + 8 Guns] 


ANTI AIRCRFT 
ANTI-TANK (Arm) 
ANTI-TANK (Mtz) 
ANTI-TANK (Provisnl) 
HEAVY MG (Arm) 

HEAVY MG 

ARTILLERY BTY (Towed) 
TANK DESTRYR 

TRANSPORT 

ROCKET 

APC 

ASSLT ENGR 

COMBAT ENGINEER (Mtz) 
FLAME TANK 

AIRCRAFT Spot/Strike 
LANDING CRAFT 

NAVAL OFFSHORE SUPPORT 
FLAIL TANK 

SMOKE GENERATOR 
BARRAGE/CARPET BOMB 


Plt] 
Plt] 


[5 Tanks] 


(3 Arm Car + 6 Jeeps] 
[3 Assault Guns] 


[3 Mortars] 


[40 Rifle + 5 АРС] 
[42 Rifle « 6 Trk] 


[42 Troops] 
[35 Troops] 


[1 АРС + 5 Jeeps] 


[2 Guns] 


[4 APC «3 Guns] 
[5 Trk «3 Guns] 


[20 Troops] 

[4 АРС + 4 ММС] 
[6 ММС] 

[4 Guns] 


[5 Vehicles] 
[6 Vehicles] 
[2 Launchers] 
[6 Vehicles] 
[46 Troops] 
[42 Troops] 
[2 Vehicles] 
[4 Aircraft] 
[5 LCI/V/P] 
[1 Warship] 
[2 Tanks] 

[3 Vehicles] 
[1 Attack] 


Note: The US SP Artillery Batteries (normally attached to the Armored Divisions) contained 6 SP 


guns instead of 4 towed. 
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D.3 UNITED KINGDOM 


The United Kingdom Force structures were used by all British and Dominion (Canada, Australia, 
New Zealand, India, and South Africa) forces. 


Company Level Platoon Level 
ARMORED [5 Tanks] 
ARMORED SQDN [HQ + 3 Arm Pit] RECON [4 Vehicles] 
ARMORED CAR SQDN [HO + 3 AC Plt] ASSAULT GUN [4 Vehicles] 
CAVALRY SQDN [HO + 2 LtTk + 3 Bren] TANK DESTRYR [4 Vehicles] 
INFANTRY (Mtz) [НО + 3 Mtz Inf Plt] INFANTRY (Mtz) [37 Troops + 5 Trk] 
INFANTRY [НО + 3 Inf Plt] INFANTRY [37 Troops] 
PARACHUTE INF [HQ + 3 Abn + 1 Mor] ANTI-TANK INFANTRY [36 Troops] 
MARINE [HQ +3 Mar + 1 Mor] HEAVY MG (Mtz) [4 Bren] 
ARTLLERY BTY (Mtz) [HQ + 12 Guns] HEAVY MG [4 MG] 
RHA ARTLLERY BTY (Mtz) [НО + 8 Guns] MORTAR [4 Mortars] 
ANTI-TANK BTY (Mtz) [HQ + 12 Guns] ANTI AIRCRAFT [2 Guns] 
ANTI AIRCRAFT CO (Mtz) [НО + 3 AA Plt] ANTI AIRCRAFT (Mtz) [2 Guns + Trucks] 
COMBAT ENGINEER (Mtz) [НО + 3 Engr Plt] ANTI-TANK GUN (Mtz) {4 Guns + Trucks] 
ARTILLERY (SP/Towed) [4 Guns] 
TRANS PORT [5 Vehicles] 
ROCKET [2 Launchers] 
APC [5 Vehicles] 
ASSLT ENGR (42 Troops] 
COMBAT ENGR [49 Troops + Trucks] 
FLAME TANK [2 Vehicles] 
AIRCRAFT Spot/Strike [4 Aircraft] 
LANDING CRAFT [5 LCI/V/P] 
NAVAL OFFSHORE SUPPORT [1 Warship] 
FLAIL TANK [2 Tanks] 
SMOKE GENERATOR [3 Vehicles] 
BARRAGE/CARPET BOMB [1 Attack] 
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DA FRANCE 


Company Level 


[НО + 3 Arm Plt] 

[HQ + 3 AC Plt] 

[HQ + 3 Cycle Plt] 
[НО + 3 Cav Plt] 

[НО + 3 Mtz Inf Plt] 


ARMORED SQDN 
ARMORED CAR SQDN 
MOTORCYCLE SQDN 
CAVALRY SQDN (Horse) 
INFANTRY (Mtz) 


INFANTRY [НО + 3 Inf Plt] 
GUN CO [HQ + 3 AT Sec] 
MG CO [НО + 1 AT + 1 Mtr + 4 HMG] 


WEAPONS SQDN [HQ + 2 AT + 2 HMG + 4 MG] 
ARTLLERY GP (Mtz) [HO + 12 Guns] 
ARTLLERY GP (Horse) [HQ + 12 Guns] 
ANTI-TANK GP [HO + 12 Lt + 6 Нуу] 
ANTI-TANK CO [НО + 6 Guns] 
ANTI-TANK CO (Mtz) [HQ + 6, Guns] 
COMBAT ENGINEER (Mtz) [HO + 3 Engr Plt] 


D.5 BELGIUM 


Company Level 


ARMORED CAR SQDN 
BICYCLE SQDN 
MOTORCYCLE SQDN 
CAVALRY SQDN (Horse) 
INFANTRY (Mtz) 
INFANTRY 

WEAPONS CO 

ARTLLERY BN (Mtz) 
ARTLLERY BN (Horse) 


[HQ + 3 AC Plt] 

[НО + 3 Cycle Plt] 
[НО + 3 Cycle Plt] 
[HQ + 3 Cav Plt] 

[НО + 3 Mtz Inf Plt] 
[HQ + 3 Inf Plt] 

[НО + 4 HMG Sec] 

[НО + 8 Guns] 

[НО + 8 Guns] 
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Platoon Level 


ARMORED 
RECON 

TANK DESTRYR 
INFANTRY (Mtz) 
INFANTRY 

HEAVY MG SEC 
MORTAR 

ANTI AIRCRAFT 

ANTI AIRCRAFT (Mtz) 
ANTI-TANK SEC (Mtz) 
ANTI-TANK SEC 


ARTILLERY BTY (SP/Tow) 


TRANS PORT 
APC 

COMBAT ENGR 
FLAME TANK 


AIRCRAFT Spot /Strike 


[4 Tanks] 

[5 Vehicles] 

[4 Vehicles] 

[36 Troops + 5 Trk] 
[36 Troops] 

[4 MG] 

[6 Mortars] 

{2 Guns] 

[2 Guns + Trucks] 
[2 Guns + Trucks] 
[2 Guns] 

[4 Guns] 

[5 Vehicles] 

[5 Vehicles] 


(35 Troops + Trucks] 


[2 Vehicles] 
[3 Aircraft] 


Platoon Level 


RECON 

CAVALRY 

MOTORCYCLE 
INFANTRY (Mtz) 
INFANTRY 

HEAVY MG SEC 
MORTAR 

ANTI AIRCRAFT 

ANTI AIRCRAFT (Mtz) 
ANTI-TANK SEC (Mtz) 
ANTI-TANK SEC 
ARTILLERY BTY 
TRANS PORT 

COMBAT ENGR 


AIRCRAFT Spot/Strike 


[35 Troops + Trucks 


[4 Vehicles] 


[28 Troops] 

[22 Troops 

[36 Troops + 5 Trk 
[36 Troops 

[4 MG 

[3 Mortars 

[2 Guns 


[2 Guns + Trucks 
[2 Guns + Trucks 
[2 Guns 

[4 Guns 

[5 Vehicles 


(3 Aircraft 


D.6 THE NETHERLANDS 


Company Level 


RECON SQDN 

BICYCLE SQDN 
HUSSAR SQDN (Horse) 
INFANTRY (Mtz) 
INFANTRY 

ARTLLERY BN (Mtz) 
ARTLLERY BN (Horse) 


[HQ + 3 Recn Plt] 
[HQ + 3 Cycle Plt] 
[HQ + 3 Cav Plt] 
[НО + 3 Mtz + 1 MG] 
[HO + 3 Inf + 1 MG] 
[HQ + 12 Guns] 

(НО + 12 Guns] 


D.7 ITALY 
Company Level 

TANK [НО Sec + 3 Tank Plt] 
RECON [HQ + 3 Recon Plt] 
MOTZ RIFLE [НО + 3 Mtz Plt] 
MOTZ HVY WPN [НО + 2 HMG + 2 Mtr Plt] 
ASSAULT GUN [HQ + 3 AG Plt] 
RIFLE [HQ + 3 Inf Plt] 
HVY WPN [НО + 2 HMG + 2 Mor Plt] 
CAVALRY [HO + 3 Cav Plt] 
BICYCLE [HQ + 3 Bicycle Plt] 
MOTORCYCLE [HO + 3 Motorcycl Plt] 
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Platoon Level 


RECON 

BICYCLE 
HUSSAR (Horse) 
INFANTRY (Mtz) 
INFANTRY 
HEAVY MG 
MORTAR 

ANTI AIRCRAFT 
ANTI-TANK 
ARTILLERY BTY 
TRANS PORT 
COMBAT ENGR 
AIRCRAFT Spot /Strike 


[з Vehicles] 


[26 Troops] 

[28 Troops] 

[36 Troops + 5 Trk] 
[36 Troops] 

[4 MG] 

(6 Mortars] 

[2 Guns] 

[2 Guns] 

[4 Guns] 


[5 Vehicles] 


[42 Troops + Trucks] 


[3 Aircraft] 


Platoon Level 


TANK 

RECON 

ASSAULT GUN 
MORTAR 

MOTZ RIFLE 
RIFLE 

PARACHUTE 
BICYCLE 
MOTORCYCLE 

ANTI AIRCRAFT 
ANTI TANK GUN 
HEAVY MG 

ARTY (SP/Towed) 
TANK DESTROYER 
TRANSPORT 

APC 

CAVALRY 

ASSAULT ENGINEER 
COMBAT ENGINEER 
FLAME TANK 
AIRCRAFT (Spot/Strike) 


[4 Tanks] 

[6 Vehicles] 

[2 Assault Guns] 
[2 Mortars] 

[33 Rifle + 5 Trk] 
[33 Troops] 

[38 Paratroops] 
[35 Troops] 

[35 Troops] 

[4 Guns] 

[4 Guns] 

[4 HMG] 

[4 Guns] 

[4 Vehicles] 

[6 Vehicles] 

[5 Vehicles] 
[36 Troops] 

[46 Troops] 

[44 Troops] 

[4 Vehicles] 

[2 Aircraft] 


APPENDIX E: TABLES AND CHARTS 


Movement point costs per hex entered. 
1 МР = 1 Hex Per Turn = 6 km/hr = approx. 3.7 mph 


Conditions Legend: 
C-Glear M-Mud HM-Heavy Mud S-Snow HS-Heavy Snow 


BASE ROAD SPEED TABLE (Number of MP's) 


eed ЕЕ ЕЕ ЕЕ pe 
Ру Реј ГҮҮ РЕА Рада [ap law РА EP 


Сарате 
Беа а аја 
EEE 
жые [Г x vis 
тој: | 3 (а 
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TERRAIN MULTIPLIERS: Multiply base MP cost from above. 
Affects road movement except as noted. 


TERRAIN MULTIPLIERS TABLE 


TRACKED | WHEELED FOOT/HORSE 


— Prohibited 
- — No Effect 
Freezing Temperatures: 


Streams : less than -10 degrees C 
Rivers : less than -20 degrees C 


(Not on 
road) 


BUILDING X 2 

1 

BUILDING Ж а Х 2 

2 

BUILDING X 3 X 2 x 2 
3 


forms [к ЕСТЕН БЕРЕН 
раната 
(Егогеп) 
we LL 
(Frozen) 
ER E SECHER EE 


CHANGES IN ELEVATION MULTIPLIER TABLE 


TRACKED WHEELED FOOT/HORSE 
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BARRIER EFFECTS AND MULTIPLIERS TABLE 
Ke TRACKED WHEELED FOOT/HORSE OTHER EFFECTS 


ROAD MOVEMENT 
EFFECTS 


NEGATES ROAD: Units must use cross-country movement (including cross- 
country wreck effects). 
MOVEMENT STOPS!: Unit stops moving for this turn and loses all 


remaining Movement Points. 


MOVEMENT COSTS FOR WATER TERRAIN 
Amphibious * 


Naval (on-Map) aptis eegen 


1 (*) 
Т 
Halftrack 15 
Foot 


(*) - Amphibious units use their water speed values when not on land. 
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TERRAIN MOVEMENT BREAKDOWN PROBABILITY MULTIPLIERS 


к 222. амн 1 
pum т==г үс 
шен | 
же — | — xs 
p 
ENFIN 


BUILDING (3) NEGATES ROAD X 1/3 


CRATERS NEGATES ROAD iem o 


OBSTACLE MULTIPLIERS TABLE 


| за MOVEMENT STOPS! 


Tetrahedron 
Tetrahedron 
Dragon's Teeth 


Dragon's Teeth 
(Lane) 
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OTHER TERRAIN EFFECTS 

(COVER & CONCEALMENT) 
TERRAIN CONCEALMENT COVER 

(LOS BLOCK) (PROTECTION) 

WOODS 
LIGHT 
WOODS 
CROPS 
SWAMP 


LIGHT 
BUILDING 


3 
al 
1. 


HEAVY 2 
BUILDING “ 


VILLAGE 5 
RUBBLE 


SMOKE/DUST 


All terrain except WOODS rises 10 m above ground level. 
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ааа | EN EEUU 
BEE ORI EE 


Wrecks (per level) 


(B) - Increased probability of mechanical breakdowns. 


(*) - Note: Tracked units may negotiate a tank ditch without a breach. 
However, crossing without a breach is much slower and increases the 
probability of mechanical breakdowns. 


Other Notes: 


Engineer durations are based on a unit quantity of 20 men. Тһе time will be 
modified based on the actual strength. Combat Engineer units of less than 5 
men can not clear obstacles. For the other unit types shown in the chart, 


unit quantity has no effect. 
High levels of suppression will delay obstacle clearance. 


Units will attempt to clear obstacles in the following order:  hexsides, wire, 
mines, obstacles, rubble, crater, wrecks. 
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LOS/SPOTTING DETERMINATION SUMMARY: 


Add block points along straight line path (LOS). Block points are 
added for the range to the target at the rate of 1 Block point for each 
1/8th of the max sighting range. (i.e. 8 points are added at the max 
sighting range). 


Spot Hex = Taken at 40% nominal terrain value. (Smoke 100%) 
Target Hex = Taken 705 nominal terrain value. (Smoke 100%) 


If light level (in target hex, after adjusting for illumination, fires 
etc.) is less than 100%, add 1 block point for each multiple (or 
fraction of) 20$ below 100%. 


The number of blocking points required to completely block an LOS 
depends on the length of the LOS. The LOS is blocked with: 

10 points or more at any range. 

7 points at a range greater than 750 meters. 

6 points at a range greater than 1000 m. 

5 points at a range greater than 1500 meters. 

4 points at a range greater than 2000 m. 


If there are 2 or more types of LOS degrading terrain types in a hex, 
the greatest is taken at full value, the others are half. 


WEATHER EFFECTS: 


Clear - Max sighting range-9000 m. Light 100%. Air support normal 
Rain - Max sighting range-2500 m. Light 40%. Much reduced air 
support. 

Heavy Rain - Max sighting range-1500m. Light 25%. Мо air support. 

Fog - Max sighting range-800m. Light 15%. No air support. 

Snow - Max sighting range-2000m. Light 35$. Much reduced air support. 
Heavy snow - Max sighting range-1000m. Light 20%. No air support. 
Overcast - Max sighting range=5000m. Light 80%. Air support may be 
reduced. 


ADDITIONAL UNIT SPOTTING EFFECTS: 
In addition to LOS effects, spotting probabilities are reduced by the 
following percentages (at 1000 m) depending on the terrain occupied by the 


target unit. These effects apply ONLY to stationary target units. The 
effects are taken after all other adjustments are made. 
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EE 7773 


HEAVY BUILDING 


VILLAGE 
RUBBLE 


The percentages are decreased/increased proportionally at ranges less 
than/greater than 1000 meters. There is no effect (0%) at 100 m for any 
terrain type. 

Note that the probability (adjusted for range) сап be greater than 100. When 
this occurs, it means that the unit CAN NEVER be spotted while it is 
Stationary in that type of terrain at that range. 


SPOTTING (General Routine): 


The base spotting probabilities to spot a 150 sq. ft. target in the open at 
1000 meters ares 90$ in the day, 20$ at night. 


Units that fired in the previous turn are automatically resighted as long as 
one friendly unit (which attempts to sight) can trace an LOS into the firing 


unit's hex. 


Units that are heavily suppressed, engaged, or broken/berserk normally do not 
attempt to sight enemy units. 


Increases to the base probability: 


Spotting or target AIR units. 
Apparent size larger than one of 150 sq. ft. appears at 1000 meters. 


Plus 1% for each degree per min of the target's apparent movement 
across the spotter's field of vision. 


Low morale (less than 50) of TARGET unit. 
Quantity in target unit (+30% per vehicle, +3% for each soldier) 


Quantity in spotter unit (450% per vehicle or every 2 troops) 
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Currently sighted target units have the probability of being resighted 
doubled. 


At night, increased 10% for each illumination level in the target hex. 
Does not apply to aircraft targets. 


Decreases to the base probability: 


If the spotter is engaging a target, or was fired upon last turn, it 
RARELY tries to sight other units. 


Random terrain fluctuations can "hide" units, even if the hex they 
occupy can theoretically be seen (by the LOS check). Probability of 
"hiding" is 5% at less than 1500 meters, up to 95$ at 8000 meters. 
Aircraft target and/or spotting units negate this effect. 


Light percents less than 100%. 


Time of day other than ,DAYTIME. Dawn/Dusk prob reduced by up to 40% 
(due to shadows, etc.). 


LOS block points. 


Bonus concealment effects for unmoving target units in non-clear 
terrain. 


Size less than 150 sq. ft. at 1000 meters. 
Spotter unit movement (proportional to speed percent setting) 


Direction in relation to spotting unit FRONT: (FRONT: Normal; FRONT- 
SIDE: 75%;  REAR-SIDE: 30%; REAR: 10%) 


Weather (taken into account by LOS value) 
Spotting unit suppression (decreased proportionally up to 100%) 


Spotting unit morale. 
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